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CHAPTER ONE 


THE THIRTEENTH 
DOCTOR AND ‘FAM’ 


O The Thirteenth Doctor 


‘Have you ever been limited by who you were before?’ 


Filled with enthusiasm and hope, endless 
curiosity, and driven by a deep-seated belief in 
the importance of life, the Thirteenth Doctor is a 
whirlwind of activity. Her pure joy at the beauty and 
marvels of the Universe is contagious. She talks fast, 
loves deeply, and once she has an idea in her head, 
there’s no shaking it! 


The Twelfth Doctor, tired of living a life on the 
battlefield, advised his future self to ‘be kind’ 
above all, and the Thirteenth Doctor has a deep 
well of kindness and compassion that inspires the 
people who travel with her. She fell to Earth from 
an exploding TARDIS, her memories scrambled, 
with only empty pockets and an oversized dinner 
suit, and yet she assembled a group of allies who 
worked together to track down a brutal alien hunter 
and reforged her sonic screwdriver from spare parts 
and Sheffield steel. 


The Thirteenth Doctor is great at trusting her 
companions’ strengths, but like her predecessor, 
she is very aware of the responsibility that falls 
upon her alone. She closes herself off when she 
has to make the hard decisions or face the pain 
of her people's past decisions, even pushing Yaz, 
her most loyal companion, away. She takes wild 
risks and makes up the plan as she goes along, 
trusting her quick-thinking and ingenuity to save 
the day even when she’s not sure how it’s all going 
to work out. The people she gathers around 
her are marked by the faith they have in her: no 
matter the situation, they trust that she will figure 
out a way. 


That's a lot of pressure, and sometimes she finds 
herself in a situation where she doesn’t have the 
luxury of making the perfect plan to save the day. 
Sometimes the team structure isn’t flat, as she 
says, sometimes it's mountainous, with her at the 
top, alone. More than ever, the Thirteenth Doctor 
needs her companions to remind her who she is. 
When she is torn by indecision, losing faith in her 
own ability to save them, they always have the 
answer: she’s the Doctor — and that's enough 
for them. 


The Thirteenth Doctor's time is marked by huge 
revelations that upended her understanding of her 
people, her purpose and her identity. Not just the 
Thirteenth Doctor, she is also the Timeless Child, a 
foundling from another universe: she is the creation of 
a past she cannot even remember. She learned that 
she had other regenerations that she had forgotten 
and that she is unique among Time Lords, her genetic 
code the blueprint for their regenerative powers and 
therefore the principles the Time Lord culture was 
built upon. The Thirteenth Doctor is a Doctor who has 
pieced herself back together from disparate parts and 
made them greater than they were before. She creates 
and builds where others tear things down, always 
seeing a better future even in the darkest times. 


The Thirteenth Doctor's mirror is the past self she 
uncovers, the Fugitive Doctor, with whom she 
shares a steely core that her childlike enthusiasm 
sometimes can’t cover. She walks in with supreme 
confidence, and yet she struggles with social 
situations. She has a deep fear of her companions 
leaving her behind and travelling alone, but she 
rarely feels that she can reach out to them for 
comfort. She is fiercely protective of those she cares 
about and the people they love. When she realises 
her time is done, her main regret is that there is 
so much more to see. Nevertheless, she welcomes 
her next regeneration with the love she has shown 
to everyone she meets, excited to see what 
they do next. 
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es, meaning the character has a 


INGENUITY 
PRESENCE 
RESOLVE 
STRENGTH 


lot of friends, and enemies, 
littered across the galaxy. 
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Transmit (limited range), 
Unlock/Seal (cannot open deadlock seals) 
Story Points: 3 
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© Yasmin Khan 

Loyal, brave, and adaptable, Yaz has been with the 
Thirteenth Doctor since the day she fell to Earth. 
A probationary police officer, Yaz is always up for 
mystery and adventure, her absolute faith in the 
Doctor keeping her going, even in the Doctor's 
absence. She and the Doctor make a great team 
and she is one of the few people who can pilot the 
TARDIS alone. 


Born to a happy, squabbling family of her dad 
Hakim, mum Najia, sister Sonya, and grandmother 
Umbreen, Yaz is protective of the people she cares 
about. She uses her police training to de-escalate 
situations, even when she and Ryan were faced 
with racism in 1950’s Alabama. She always tries 
to make people feel welcome and safe because 
she’s gone through dark times too: she tried to 


run away from home as a teenager, but when a 
police officer found her sitting by the side of a 
road, Yaz found her calling. 


Yaz is a practising Muslim, and connected with her family’s 
history when she used her grandmother Umbreen’s 
broken watch to go back to the Partition of India in 1947. 
Though it took some time (and prodding from Dan) 
for her to acknowledge it, she realised that she was in 
love with the Doctor. In a bittersweet conversation, Yaz 
learned that the Doctor loved her too... but they both 
knew the Doctor can’t stay with anyone forever. 


When the Doctor realised she was regenerating, 
she and Yaz sat atop the TARDIS eating ice cream 
and watching the Earth, the place they had fought 
together to protect. Rather than the Doctor leaving 
her, Yaz got to end her travels on her own terms. 
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To see more of the Universe 


LONG-TERM GOAL 
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© Ryan Sinclair 

Warehouse worker and electrical engineer in training, 
Ryan Sinclair got a glimpse of a dark future awaiting 
humanity and became all the more driven to stop it. 
He encountered an alien pod after throwing his bike 
off a cliff in frustration, and accidentally gave an alien 
hunter permission to hunt a human on Earth. Ryan 
grew up a lot during his time in the TARDIS, turning 
from a rash teenager into a thoughtful, courageous, 
and principled person. 


Ryans mother died very suddenly of a heart attack 
when he was thirteen, and his father Aaron left him 
in the care of his grandmother, Grace. Grace was an 
activist and a nurse who raised Ryan to fight for what 
he believed in, which he proudly spoke about when 
he met Rosa Parks. Ryan's father Aaron let Ryan down 
again and again, but he was able to reconnect with 


his father after he saved Aaron from a Reconnaissance 
Dalek. When Grace married Graham O’Brien, Ryan 
refused to call Graham ‘Grandad’. Both reeling from 
the shock of Grace's death, Ryan and Graham slowly 
built trust, culminating in the moment when Ryan 
talked Graham down from killing Tzim-Sha. Ryan and 
Yaz went to the same school together in the past and 
shared a strong and supportive bond, but Ryan felt 
guilty for leaving his best friend Tibo behind on Earth 
struggling with mental health issues and an alien threat. 


Ryan confronted his dyspraxia with physical activities 
like climbing and basketball, faced racism in 1950's 
Alabama, and stood by Yoss as he had his baby. 
Over time, he began to realise that his mates and 
his planet needed him, and after the Doctor was 
absent for ten months, he elected to stay on Earth to 
investigate alien threats across the world. 
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CHARACTER Name 
Graham O’Brien 


CONCEPT 


Retired Bus Driver 


tocos 


Compassion 

komwono na 
Earth 

SHORT-182M GOAL 

To keep having adventures while he still can 


LONG-TERM GOAL 


To come to terms with the death of his wife 


© Graham O’Brien 

A retired bus driver with down-to-earth charm and 
an ability to make friends wherever he goes, Graham 
O'Brien's cheery disposition hides his fears about 
his cancer returning. He met Grace, the love of his 
life, when she was a nurse during his treatment. 
He and Grace’s grandson, Ryan Sinclair, initially did 
not get along, as Ryan didn’t trust that Graham 
would stick around. After Grace’s death, Graham 
joined Team TARDIS to try and outrun his grief. He 
and Ryan slowly bonded, and Graham became a 
father figure to Yaz. Graham is gentle and peaceful 
most of the time, but it was only Ryan's intervention 
that stopped Graham from killing Tzim-Sha_ in 
revenge for Grace's death. 


Graham is a kind and compassionate person 
whose humility, optimism, and humour make him 
easy to trust, and his time as a bus driver has left 


him with excellent navigation and driving skills, 
as well as a knowledge of how to get information 
from other people. Graham was born careful, but 
he doesn’t back down when he sees injustice and 
is always willing to listen to other people's lived 
experiences. Despite his desire to protect Ryan, 
he gave Ryan space to reconnect with his father 
Aaron and held Aaron to account for how he had 
treated his son, encouraging him to make it up to 
Ryan in the future. 


Graham's unwavering support has kept the Doctor, 
Ryan, and Yaz from giving up many times, but he is 
not afraid to tell people the hard truths they need 
to hear. He would have travelled the Universe 
with the Doctor for as long as he could, but 
when Ryan chose to leave the TARDIS, Graham 
went with him as he didn’t want to miss out on his 
time with Ryan. 
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CHARACTER NAME 
Dan Lewis 


CONCEPT 


Helpful ‘Tour Guide’ 


Others 

komwomo now 
Earth 

SHORT-182M GOAL 

Help as many people as possible 


LONG-TERM GOAI 


Find his 


© Dan Lewis 

Dan might seem like a carefree scamp on the 
surface, but he’s got a big heart and spends his life 
trying to make others happy. He's kind, cheeky, and 
generous, incredibly enthusiastic about the history 
and heritage of Liverpool, and faces down threats 
that would make most people run in fear. Despite 
his cocky demeanour, Dan has a sort of calmness 
around him that makes him an ideal member of 
Team TARDIS. He noticed Yaz and the Doctor's 
feelings for each other before either of them did, 
and persuaded them to talk about it. 


Dan is Liverpudlian born and bred, living in 
Liverpool along with his parents Eileen and 
Neville. He has never really found his ideal career, 
though he makes a fantastic unofficial tour guide 
to the Museum of Liverpool, and volunteers at a 
food bank even though he often doesn’t have any 


food at home. Dan was engaged to be married 15 
years ago, but two days before the wedding his 
fiancé changed her mind, and it hurt him deeply. 
He has an ongoing close friendship with Diane, 
who works at the museum, and even asked her on 
a date; unfortunately, he never showed up, due 
to being kidnapped by Karvanista. Even though 
she was involved in the Flux event alongside 
Dan, Diane asked if they could leave it for a bit. 
Thankfully, she and Dan both agreed that they 
wanted to try their relationship again, leading 
to Dan leaving the TARDIS after he almost died 
saving people on a hijacked train. He felt that 
after travelling with the Doctor and Yaz, he could 
finally attack his life again and try to build a better 
future for himself with Diane. He still held a lot of 
affection for the Doctor and for Yaz, reconnecting 
with Yaz through Graham's support group for 
companions of the Doctor. 
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O Vinder 

Serving Commander Inston-Vee Vinder of Kasto- 
Winfer-Foxfell prides himself on his commitment 
to the things that matter to him: his relationship 
with Bel, his duty to Division, and his desire to do 
the right thing. He believes that challenges are 
temporary but life is constant, and he is determined 
to live his life as he chooses. 


Vinder was an exemplary pilot, qualifying top of his 
class and earning a commendation for risking his life 
to save his fellow soldiers. In Bel, another pilot at the 
Academy, Vinder found a spirit of adventure to match 
his own. After they married, they only had one night 
together before Vinder was deployed. The shine of 
military life started to tarnish when Vinder was given a 
high priority assignment to guard the Grand Serpent, 
corrupt ruler of an interstellar empire. Vinder made 
an official report about the Grand Serpent's planned 


political assassinations to his superior, knowing that it 
would have terrible consequences for him. Vinder was 
reassigned to an observation outpost on the edge of 
space; he sent daily reports dutifully but with a distinct 
air of rebellion. He was one of the first observers of 
the Flux event and was only saved from immediate 
annihilation by being transported to the Temple 
of Atropos. 


Freed from his duty, he searched the Universe for Bel, 
not realising that she was looking for him too. They 
were eventually reunited and hijacked two Lupari ships 
to shoot out the Sontaran fleets communications, 
flying together as a perfect team. Now that he has 
found Bel again, Vinder is determined to never be 
separated from her, or their unborn child, ever again. 
He returned to the TARDIS when he was tracking 
down a stolen Qurunx and helped Yaz save the Doctor 
and the Earth from the Master's Dalek plan. 
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Blaster Pistol (2/5/71) 
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Bel 


CONCEPT 


Daring Adventurer 


pocus 


Love 
HOM#WORLD TECH LeveL 


SHONT-188M GOAL 


To be with Vinder 


To seek out more adventures with her Family 


© Bel 

Bel is an incredible pilot, a crack shot and a resilient 
survivor. She's a daredevil with a great sense of 
fun who also connects with the people she meets 
and tries to protect them. Bel trained alongside 
Vinder at the Academy and the two of them fell in 
love. The day after they got married, Vinder was 
deployed far away with only his last communication 
as a touchstone. When the Flux event happened, 
Bel witnessed the Universe torn apart first hand, 
surviving day to day as the Daleks, Cybermen, 
and Sontarans claimed different sectors of space. 
She and her pregnancy monitor Tigmi travelled 
the Universe to find Vinder, narrowly avoiding 
being drawn into a Passenger and sacrificed by 
the Ravagers, and hijacked a Lupari ship despite 
a whole squadron of Cybermen attacking it. Even 
Karvanista grudgingly respected her skills after a 
rocky first meeting. 
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Despite the Universe falling to pieces around 
her, Bel never gave up hope: she knew where 
she wanted to be at the end of everything, 
and it was by Vinder's side. As she said to a 
Cyberman who asked for her mission, ‘Love is 
the only mission.’ After a daring infiltration of the 
Sontaran command on Earth, Bel was reunited 
with Vinder and they teamed up to knock out the 
Sontarans’ communications so their stratagem 
could be turned against them. She, Vinder, and 
Tigmi left with Karvanista on his ship to explore 
the Universe together. 
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CHARACTER Mame 
Professor Eustacius Jericho 
CONCEPT 


Bold Academic 


pocus 


Discovery 
HOMIWORLO TECH Level 


Earth 


SHORT-TERM GOAL ) 
To understand Claire’s powers 


To drietand the Flux 


© Professor Eustacius Jericho 

Highly intelligent, resolved, and adventurous, 
Professor Eustacius Jericho (Scourge of Scoundrels) 
is someone you want on your side in a tough 
situation. He comes across as a tweedy academic 
who would like a quiet life in the country, but when 
danger calls, he is the first to answer. His drive to 
investigate other people’s minds is partly motivated 
by his fears of what he sees in himself: someone 
who has wasted decades of his life rather than 
pursuing what he wanted most. 


Beneath his scholarly and reserved exterior, Jericho 
is still the soldier he was when he served in the British 
Army during World War Il. He was one of the first 
British soldiers to enter Belsen Concentration Camp 
at the end of the war and saw the true darkness of 
humanity. Nevertheless, he is a gentle and curious 
individual, always wanting to learn and understand 


the world around him, even if he sometimes 
struggles with the physical challenges of the 
adventuring life! Perhaps a strange ally for the end 
of the world, Jericho was drawn into the mysteries of 
the Flux when Claire Brown, a young woman whose 
clairvoyance he was testing, was hunted by Weeping 
Angels in the village of Medderton. Jericho and the 
Doctor protected Claire as best they could, leaving 
Jericho stranded in 1901. 


Jericho teamed up with Yaz and Dan on a continent- 
hopping adventure to track down the signs visionaries 
had seen through the ages that indicated where and 
whenthefinalFluxeventwouldoccur. Heenduredagony 
from the Sontarans’ psychic machines to ensure that 
the Doctor and Claire's plan worked. Stranded when the 
Flux event destroyed the Sontaran fleet, Jericho faced 
death with dignity and the words ‘What an awfully 
big adventure! 
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© Karvanista 

Vanquisher of a thousand civilisations, former 
companion of the Doctor, and avenger of the Lupari 
people, Karvanista is hard to get on with at first but 
he’s all bark and no bite when it comes to his friends. 
The Lupari are genetically bound to humanity and 
Karvanista, to his deep regret, is bound to Dan Lewis. 


Karvanista had quite the career before he joined the 
Fam: he was a trusted ally of the Doctor, and as an 
operative for Division he was part of an elite unit 
and was instrumental in the defeat of the Ravagers 
in the Temple of Atropos, imprisoning Swarm in a 
stun cube himself. When the Fugitive Doctor left 
Karvanista behind, it broke his heart and he became 
even more resentful and untrusting. The Thirteenth 
Doctor tracked him down to try and learn more 
about Division, and Karvanista responded by leaving 
her to die on a doomed planet. 


Karvanista is a brilliant soldier who coordinates 
the Lupari fleet to protect Earth from the Flux. 
He claims that Dan is not special or significant 
in any way, but he will die to keep him safe, and 
Dan's utter irreverence in the face of Karvanista’s 
grumpiness leaves Karvanista both infuriated and 
reluctantly charmed. 


When the Sontarans killed all the other Lupari, 
it only redoubled Karvanista’s determination to stop 
them, and he was able to find some peace when 
he used the Lupari fleet to sacrifice the Sontarans 
to the Flux. Following the events of the Flux, 
he left the TARDIS to travel with Bel and Vinder on 
his ship. 


HEE DOCTOR WHO 


AWARENESS 
COORDINATION 
INGENUITY 
PRESENCE 
RESOLVE 
STRENGTH 


STORY 
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CHARACTER NAME 
Karvanista 
CONCEPT 


Loyal Lupari Warrior 


tocat 
Protection 
Cupari Homeworld 


SHONT-1HRM GOAL 


To protect his human 
To protect humanity 


TECH LeveL 


ATHLETICS 
CONFLICT 
CONVINCE 
CRAFT 
INTUITION 
KNOWLEDGE 
MEDICINE 
SCIENCE 
SUBTERFUGE 
SURVIVAL 
TECHNOLOGY 
TRANSPORT 


DISTINCTIONS 


Lupari — Very alien appearance, 
resistance to cold, +3 to tracking 
and Awareness rolls. 


EQUIPMENT 
Stun Axe — A battle axe that 


inflicts melee damage (2/4/6) 


or a ranged stun cube that imprisons 


those it successfully hits. 


Lupari Armour — 


Reduces all damage by 4. 
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POLICE fears BOX 


POLICE TELEPHONE 


FREE FOR 
USE OF PUBLIC 


PULL TO OPEN 


THE THIRTEENTH 
DOCTOR'S TARDIS 


O 


The poor old TARDIS: the last the Doctor saw of 
it, it was exploding from the inside out and then 
dematerialising. It ended up trapped as the fabled 
Ghost Monument — abandoned, damaged, 
phasing in and out on a lonely, deadly planet. Like 
the Doctor, the TARDIS has had to put itself back 
together. After the Flux forced its way inside, the 
TARDIS needed a full reboot to clear all the Flux 
debris out, causing an ever-decreasing time loop. 
A Weeping Angel even piloted it around once, and 
the Master took it over when he forced the Doctor 
to regenerate into him. The indignity! 


This TARDIS is industrial chic with exposed struts 
and messy control panels, glowing crystals reaching 
round its console like protective fingers. Like the 
Thirteenth Doctor, its design is playful and endlessly 
fascinating, picking up influences as it goes, and 
even spinning a tiny glowing version of itself. 
Nevertheless, it doesn’t underestimate the value of 
a good lever to pull dramatically for take-off. 


The TARDIS struggles with accuracy as much as the 
Doctor sometimes does. Whether this is a result of 
its traumatic explosion or stubbornness, it takes the 
long way round a lot of the time. Sometimes this can 
be a painful mistake: the TARDIS brought the Doctor 
back from prison after ten months away, leaving her 
companions feeling hurt, angry, and abandoned. 


The TARDIS is as brave as the Doctor who pilots it, 
and it is deeply protective of the Thirteenth Doctor 
and companions. Its classic move is to appear 
beneath them in the nick of time, so much so that 
the Doctor has put a mattress opposite the door! It 


has little homely touches, like dispensing custard 
cream biscuits when it feels the Doctor needs 
something to eat. This TARDIS is a ship with a crew: 
Yaz is a competent co-pilot for the TARDIS and 
shares a bond with it that means it will fly for her as 
well as it does for the Doctor. Indeed, the Thirteenth 
Doctor often enlists others to help her with complex 
manoeuvres and the TARDIS's consoles offer up an 
interface that means several people each have a 
job to do when things get tricky. The TARDIS has 
been a faithful companion, supportive friend, and 
cosy home for the Doctor and her extended Fam, 
and the Thirteenth Doctor's last wish was that it look 
after the next regeneration as well as it had her. 
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CONCEPT: Ancient and Protective TARDIS 
FOCUS: Explorer 


Awareness 4, Coordination 3, 
Ingenuity 4, Presence 4, 
Resolve 5, Strength 4 


DISTINCTIONS: 
Experienced, Invulnerable, 
Sentient, Telepathic, Vortex 


TECH LEVEL: 10 


STORY POINTS: 15 
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CHAPTER TWO 


THE THIRTEENTH 
DOCTOR'S ERA 


The era of the Thirteenth Doctor has been a 
coming together of many disparate pieces: old 
and new factions, contrasting and complementing 
characters, anda host of questions in desperate need 
of answers. From humans to aliens, backgrounds, 
memories, and motivations, we have been given an 
even further glimpse into the wonderful diversity 
our Universe has to offer, as well as its dangers. 


For better or worse, our time with the Thirteenth 
Doctor has ironically proven that the more things 
change, the more they stay the same. No matter 
where you go, who you meet, or what you 
remember, there will always be throughlines and 
tethers — things that connect us and divide us. And 
while this has led to the Doctor being embroiled 
in several conflicts, it has also made the divergent 
people she has met coming together all the more 
potent. The Thirteenth Doctor has shown that time 
and time again, heart and compassion will more 
often than not prevail. Acceptance and kindness, 
empathy towards what people have lost, and 
support in what they seek to achieve have all been 
major drives for the Doctor and her companions. 


The faces of the Doctor's companions have changed 
dramatically, for us and for her. Yet more disparate 
pieces, her companions have come from a wide 
variety of backgrounds, each with their own story to 
tell. Unlike some of her more private incarnations, 
the Thirteenth Doctor has proven a little more 
ready to share, and a little more ready to connect 
over, the universal experiences that connect all 
beings. Whether in joy or grief, Team TARDIS has 
developed further and further into a family unit, 
one brought together from chaos and yet united in 
positive action and adventure. 


In many ways, the most disparate of those pieces is 
the Doctor herself — someone who did not know 
how much she had lost, and yet had to put herself 
back together in the face of such adversity. 


Whole pieces of her identity, entire lifetimes as the 
Timeless Child and the Fugitive Doctor, were stolen 
away from her. While not all missing memories were 


pleasant, they were key to her past, and very much 
about her true nature. Even if she had no memory 
of experiencing them, the sudden realisation that 


they were absent was a form of grief in and of itself. 
The Doctor, who has already lost so much, had to 
come to terms with her own life being so severely 
fractured, and so many questions left to be answered. 


This has been a time of revelations and discoveries 
about the nature of the Universe, the Time Lords, 
and the Doctor herself. Individuals we thought we 
knew have been cast in a new light, and made us 
question if we truly know those closest to us. 


With connection and healing has also come 
vulnerability. Loss and grief seem inevitable in the 
vastness of time and space, and yet some of the worst 
of it still manages to find the Doctor in particular. 
The true nature of the Time Lords’ regenerative 
abilities was revealed, reverse-engineered from 
the template provided by the Timeless Child, the 
Doctor herself. Is she truly one of her species, of her 
culture? And were they truly Gallifreyans anymore, 
if a piece of an unknown entity like the Timeless 
Child resided in all of them? These are questions 
that not only plagued the Doctor, but the Master 
too. Whereas the Doctor once again trusted her 
belief in others, turning to Team TARDIS for comfort 
and companionship, the Master instead demanded 
retribution from all of Gallifrey. 


Many friends and foes have proven to have more 
unusual origins than usual, as if the advent of so 
many revelations, and the Flux itself, had brought 
them out of the woodwork. Eternals such as 
Zellin and Rakaya emerged, betting over 
who could destroy a planet first for their own 
amusement. The Kasaavin emerged from beyond 
N-Space, only loosely bound by the fundamental 
rules of physics which govern us. Even the vast, 
limitless consciousness of the Solitract presses 
upon the edges of creation, demanding entry 
to a plane not its own. We have long since 
known we are not alone in the Universe, and the 
Doctor has previously encountered foes beyond 
comprehension. Yet it seems their frequency 
grows, as if the Doctor’s own experiences around 
the events of the Flux have made her into some 
linchpin of cosmic forces. 


With a life as long and fraught as the Doctor's 
own, joy is as sure to come as sadness. A person 
like herself can't live for as long as they do, give as 
much as they have, and not lose pieces of themself 
along the way. While the way has been long and 
treacherous, just maybe the Thirteenth Doctor has 
begun to find these pieces once again. 
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© Major Revelations 


The Thirteenth Doctor's adventures have taken 
her and Team TARDIS through several startling 
revelations, not least about herself. Supposed 
facts, long-established, have proven false or turned 
on their head. The Doctor's long-forgotten history, 
stretching far prior to her incarnation as the First 
Doctor, has been unravelled. The tangled web of 
buried memories revealed her to be a person of 
many monikers and stories: the Timeless Child and 
the Fugitive Doctor. 


As it came to light, the Timeless Child is the Doctor 
herself. Her previous forms, from before she was 
the First Doctor, were removed long after she was 
first taken in by the Time Lords for study. However, 
the Time Lords as we know them did not truly exist 
at the time. Instead, the Doctor was revealed to be 
the genetic template for the Time Lords’ signature 
regenerative abilities. Perhaps a sign of things 
to come, the hubris of certain Time Lords that 
created the Division and enslaved Time herself, 
it was the Gallifreyans’ desire for immortality that 


drove them onwards. Despite being limited to 
twelve regenerations, this was still a great gift to 
their people, allowing them to outlive a great 
many races, and extend their reach even further in 
a single lifetime. As such, a piece of the Doctor 
lives inside each and every Time Lord with 
regenerative abilities. 


A major revelation amidst these long-buried 
memories is that the Time Lords are not only 
wholly manufactured as a species, but not nearly 
so virtuous as we once thought. Whilst we have 
seen continual evidence that they are as flawed as 
any others, their continued wars against decidedly 
more immoral races (such as the Daleks) have 
always painted them in a fairly flattering light. More 
often than not, they have been the ‘good guys’, in 
a Universe of warmongering savage species. It can 
only be inferred that among their ranks lay more 
who would do harm and cruelty in the name of 
progress and selfish gain. Through the Thirteenth 
Doctor we have not only seen more of the human 
race’s ugly underbelly, but that of her own people. 


All of this unearthed knowledge conflicted greatly 
with the Masters worldview. The idea that his 
greatest rival, the one Time Lord he least wished to 
be, was in fact the reason for the Master's own long 
life and subsequent reach... It was all too much. The 
breakdown the Master suffered led to his ravaging 
of Gallifrey, causing him to revert to his previous 
ill traits. The few lessons he learned as Missy were 
seemingly abandoned, and the Doctor's nemesis 
re-embraced his destructive, maniacal tendencies. 


Perhaps most shocking of all is the Doctor's own 
interactions with Time herself, the Eternal of the 
Menti Celesti, an enigmatic entity revered and 
worshipped by the Time Lords. In the ensuing chaos 
of her adventures, her confrontations with Swarm 
and Azure, the Master, and even her own troubled 
past, it's easy to forget that she has come face to 
face with the very entity that drove all of Gallifreyan 
civilisation. Rending Swarm and Azure in two for 
their failure and arrogance, Time instead turned a 
kindly countenance upon the Doctor and issued 
a warning that her time in her current form was 
nearing an end, advising her on the Master's future 
plans. We have seen time and again that timelines 
can be rewritten, can be altered or tweaked. Yet 
even with the knowledge of Time herself at your 
back, you cannot fully run from your destiny. 


The Doctor was faced with the shocking prospect 
of the Master's Dalek Plan, a coming together of 
her three deadliest enemies behind a single cause. 
All of the Master's fixation and fascination built to 
a single moment of casting to one side all of the 
Doctors reputation, their companionship and 
care, assuming her body and forcibly-regenerated 
appearance to do so. While the plot was foiled by 
the very friends the Master sought to turn against 
the Doctor, it seems that the Thirteenth Doctor's 
time had finally reached its end. In a fatal and final 
confrontation, the Master was left seemingly dead, 
and the Doctor mortally wounded and needing 
to regenerate. 


In a final moment of shock and awe, the Thirteenth 
Doctor once again left her lasting legacy: 
fragmented pieces reconnecting and coming 
together once more, in ways one may never have 
anticipated. As the fierce and vibrant glow of her 


regeneration ended, a familiar face greeted us. 
To the Doctor's confusion, and no doubt to the 
confusion of anyone who could have borne witness 
to her quiet, solitary regeneration, she reemerged 
with a face he had worn once before... 
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© The Real Monster Is Us 

With the amount of colossal and otherworldly 
threats the Doctor has faced, you may be forgiven 
for ignoring the very real threat that the average 
human poses. With an almost uncanny ability to 
propagate throughout time and space, humans 
are not only encountered on Earth, but across 
all corners of the Universe. However, no matter 
where or when they travel to, humans share traits 
that make them both marvellous and deadly. They 
have a great capacity to be tenacious, empathetic, 
and wildly adaptable, but also selfish, callous and 
destructive — it is no wonder all incarnations of the 
Doctor have found us such a compelling species. 


Throughout the travels of the Thirteenth Doctor, the 
acts of generosity and kindness from humans have 
been all the more contrasted by various villainous 
humans, and the consequences of our own narrow- 
sighted actions. We have a particular penchant 
for exploiting our environment — just look at the 
events of Orphan 55, one possible timeline for the 
Earth, which showed the furthest logical extreme of 
our actions: a barren planet, bereft of life, victim of 
an ecological disaster entirely of our own making. 


From acts of discrimination, hysteria leading to 
paranoia and violence, to acts of blind selfishness, 
time and time again humans have proven to the 
Thirteenth Doctor that they have a great potential 
for destruction. 


As one key example, there is Krasko, a white 
supremacist who believed that Black individuals had 
gotten ‘above themselves’. He sought to alter the 
events of the Montgomery Bus Boycott, which he had 
singled out as the moment when ‘things started to go 
wrong’. However, Krasko's actions did not just identify 
him as a single flawed human, but rather the inherent 
flaws in many humans’ ideologies. Despite going to 
the effort of using a vortex manipulator to go back to 
Alabama 1955, Krasko did not have to take any major 
actions to change the course of history for the worse. 
Instead he changed subtle, little things, manipulating 
the racism and inherently corrupted society at large 
to his advantage — he didn’t have to make sweeping 
changes, as all the pieces he required were already in 
place for him to use. 


The world of the Doctor is a vast and astounding 
one, but it is always worth remembering that one of 
its most tenacious and deadly enemies is standing 
right in front of us. 


© The Fall and Return of UNIT 

Once the United Nations Intelligence Taskforce, 
then the Unified Intelligence Taskforce, the face of 
UNIT and its members has changed many times 
throughout the years. Whilst the Doctor is one of 
numerous great forces for good, even she can’t be 
everywhere at once. UNIT's foundation proved an 
opportunity for Earth to not only defend itself, but 
establish a clear presence in the wider Universe, to 


leave a mark that deterred further attacks from outside 
forces. Unlike their counterparts such as Torchwood, 
UNIT has always taken a holistic approach to the 
protection of humanity. It is not enough to protect 
just one group, or even one country, when the rest of 
the world is still in jeopardy. At the centre of so many 
Earthly conflicts, it's no surprise that the Doctor has 
frequently crossed paths with this organisation and 
their efforts to secure the peace and safety of our 
planet. Despite their long list of accomplishments, 
UNIT was officially terminated in August 2020, due 
to poor funding and internal politics. It seemed to 
be the end of an era, the loss of one of Earth's most 
reliable forms of protection. However, for many UNIT 
members the fight was not over just yet. 


Operatives, including Kate Stewart and the Zygon- 
Human duo both known as Osgood, continued to 
work for the betterment of all from an old UNIT 
Black Site. Here they studied the Time Fracture, 
and continued to develop intel and agents, ready 
to step back into the light when the world had 
need of them again — and need them, it did. In 
2021, during the events of the Flux cataclysm, the 
Sontarans invaded Earth. Here the invading forces 
meddled with time, establishing themselves at 
various key points in history, and waging war on 
other nations. In open defiance of the very people 
who had shut them down and allowed the Sontaran 
invasion, such as Prentis, UNIT rallied the human 
resistance. It was under their calculated leadership, 
with the assistance of the Thirteenth Doctor and 
Team TARDIS, that Earth was able to successfully 
beat back the Sontaran forces. 


By the time of the Master's Dalek Plan, Kate Stewart 
hadonceagainshowedherunparalleledcompetence, 
having begun rebuilding UNITS operations with 
gusto. It was Kate herself who showed the true 
selflessness at the heart of UNIT during this conflict, 
when she surrendered herself to Ashad, the Lone 
Cyberman, all in the name of buying the Doctor just 
an ounce more time. Kate was eventually rescued by 
former companion Tegan Jovanka, and UNIT's world 
informally collided once more with the Doctor's own. 
In this instance, it not only provided Team TARDIS 
with an extra pair of expert hands, but also offered 
Kate her first ever glimpse inside the TARDIS — into 
something beyond, and extraordinary. 
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Being from an organisation so dedicated to the 
‘human touch’, it’s no surprise that when the 
dust had settled, she received and accepted 
an invite to join a support group for those who 
had accompanied the Doctor. Here Kate, as one 
of the key figures of UNIT, formally cemented 
ties with the Doctor's companions. No longer 
just ships passing in the night, they were now 
two worlds of experience who could unite their 
skills and knowledge for the betterment of 
themselves and others. Surrounded by the faces 
of so many normal and yet utterly extraordinary 
people, among them Graham O’Brien, Yasmin 
Khan, and even Dan Lewis, it is no wonder that 
Kate joked about recruiting them all. After all, 
UNIT’s work is never done, the Doctor's enemies 
ever-present, and the world always in need of a 
watchful pair of eyes. It leads one to ponder if 
this may be a bold new step for UNIT, and what 
the recruitment of the Doctor’s past companions 
may mean for their future operations. What 
opportunities could this open for them? 
And what dangers could it unwittingly cause? 


While no longer the great and expansive force it 
once was, UNIT members have proven themselves 
time again to be efficient and incredibly effective. In 
many ways, their specialist tactics frequently benefit 
from the focus and human touch that comes with a 
small group. If the events of the Thirteenth Doctor's 
era have taught us anything, it’s that any group that 
becomes too large is doomed to collapse under 
its own weight — unlike so many other powers, 
such as Division, UNIT may well have found its 
ideal capacity. 


It's important to remember that UNIT does not exist 
purely in a martial capacity. There are numerous 
talented scientists in their ranks, highly capable 
agents as much motivated by exploration and 
discovery as they were defence. A UNIT team or 
task force would provide an excellent premise 
for adventure, for any group of players. They are 
a perhaps more grounded starting-point, given 
their ultimately Earth-focused mission, but this in 
no way limits their capabilities in any number of 
tricky scenarios. After all, in the world of the Doctor, 
one needn't look further than their own doorstep 
for adventure. 


This era of the Doctor has shown humans as a 
species to be at times selfish and destructive, 
but it has also highlighted our sheer mettle. We 
are resilient and intuitive, highly adaptable, and 
excellent improvisers. UNIT’s scaling down may 
mean a lack of reach and resources, but also 
ensures they do not become so big that they fall 
into the common pitfalls we humans are so prone 
to; the Doctor has seen enough humans go mad 
with power to last all her lifetimes. 


© Gallifrey Falls (again) 

As many will know, Gallifrey was once the homeworld 
of the Time Lords — though, as a species so 
outside the bounds of linear time, perhaps to many, 
Gallifrey is still (and will always be) their home. Time 
is a tricky force to tangle with, and while the ability 
to change the course of history can prevent many 
disasters, it can also allow many more to happen. 
As such, accounts of how precisely Gallifrey was or 
will be destroyed are conflicting to say the least. 
The planet of the Time Lords was supposedly lost 
to war with the Daleks, then the very hands of the 
War Doctor, consumed by the galaxy-eating device 
known as The Moment, and sealed within a time 
lock. That being said, few disagree that the planet 
met its demise in the ensuing chaos of the Last 
Great Time War. 


And yet, Gallifrey continued to survive and thrive. 
First frozen in time, locked within a pocket universe, 
and then relocated to ‘the end of the Universe, 
give or take a star system’, it seemed Gallifrey had 
merely settled under different skies. Time and time 
again, Gallifrey had faced many foes, deadly forces 
from across time and space, and still persisted. The 
Citadel, the capital of Gallifrey, had fought back and 
rebuilt as best they could each and every instance. 
It is ironic, then, that its greatest defeat came at the 
hands of one of its own. 


No matter which form he may take, it is no secret 
that the Master's only sense of loyalty is to himself. 
That being said, his role as a Time Lord has 
always been a core part of his identity, something 
that has rooted him, and caused his rivalry and 
comparisons with the Doctor to spike ever higher. 
It therefore came as the cruellest shock, and yet 
somehow not at all surprising, that when the 


Master was forced to question everything he knew 
about being a Time Lord, he turned his wrath onto 
his ancestral home. 


The Timeless Child’s role in their founding as a 
species, the research behind their gifts, meant 
that the whole of Gallifrey’s society was unwittingly 
built on the backs of cruelty and unethical scientific 
exploitation. Perhaps a small part of the Master 
believed, no matter his own dark deeds, that there 
was some redemptive quality to his destruction of 
Gallifrey. That no matter how highly he thought of 
himself, what the Time Lords had accomplished, 
that their species’ success was largely down to an 
untold number of underhanded acts. 


The Master created a great and terrible army of 
CyberMasters from the bodies of Time 

Lords he had killed, those who had been in 

the capital during its destruction. The Time 

Lords were already a marvel of science unto 
themselves; perhaps the Master saw no issue 

in pushing their scientific ‘development’ further. 
These CyberMasters were far more dangerous 
than any others of their kind, as they possessed 


the same regenerative abilities as the corpses 
they were devised from. The Cybermen 
soundly defeated by the Doctor and her JM 
companions, Gallifrey faced a final death 

knell in the form of the Death Particle. 


The human Ko Sharmus, determined 
to atone for bringing the Cyberium 
to the past, turned the Cyberium’s 
own weapon against them, and 
detonated the device in his dying 
moments. And with a final farewell, 
Gallifrey was wiped clean, rendered 
devoid of all life. 


The  CyberMasters were 
ultimately defeated in short 
order, the surviving few 
drained and cast aside, all in 
the name of furthering the 
Master's future plans as the 
man continued his campaign 
of destruction. However, the 
desecration and intention remains. 
The Master hurt and targeted 
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Gallifrey in a way far more intimate than mere 
destruction. It was an invasion and a violation: of 
the dead, of their culture, of the good-will of its 
mostly innocent population who knew no better. 


The taking of and experimenting on the Timeless 
Child, Division's untold cruelties and unflinching 
despotic regime — no matter their intentions, all 
Time Lords were complicit in, or at the very least 
benefited from, these actions. In the end they 
came full circle, experimented upon and changed 
beyond recognition by another force, before being 
wiped off the face of their planet. Perhaps in the 
Master's mind, his cut-throat and shrewd nature 
made him the only one capable of enacting a 
suitable punishment. Perhaps, Gallifrey's erasure 
of life put a final entry in the planet's long history 
of wrongdoing. Gallifrey'’s most sound destruction 
came from the greatest place of irony, and of 
shame. And while hope remains for the future of 
the species, for redemption and rebirth, Gallifrey 
will remain eternally marred. 


O The Timeless Child 


Tecteun, first of the Shobogan people to explore 
outer space, travelled to the far edge of a distant 
galaxy, only to make the most surprising of 
discoveries: a child, seemingly alone, beneath an 
unusual vortex. It is not known precisely when or 
where the Timeless Child originated — there are 
any number of reasons they were found beneath 
the vortex — but they were seemingly identical in 
appearance to the one who found them. Taking 
the child in as her own, Tecteun spent a time 
travelling the Universe with them by her side, 
as a mother and child. However, despite their 
semblance of normality, the child’s unusual nature 
became obvious rather quickly. No matter how 
they might have initially appeared, they were of 
an entirely different species than their adoptive 
Shobogan mother. 


After the child suffered a fatal fall from a cliff, 
Tecteun found she did not have to say goodbye. 
Much to her shock and awe, the child was able 
to regenerate into a new body, undoing the 


fatal damage they received. Though this new 
incarnation was entirely different physically, 
she retained her memories and identity. It was 
undoubtedly still her child, but regenerated. 
Realising just how much potential was locked 
within this one small being, Tecteun went on to 
devote her life to researching the mysterious 
Timeless Child, inducing unwilling regeneration 
cycles to gather all the data she could. Their 
mother-daughter relationship eroded as Tecteun 
became consumed by her work; while the child 
continued to call her ‘Mother’, the child became 
an ‘experiment’. 


No matter how unethical, these experiments paid 
untold dividends, forever changing the fabric of 
time and space, and the face of the Shobogan 
people. After successfully splicing her child's DNA, 
Tecteun injected herself with the genes required 
for regeneration. She regenerated almost instantly, 
becoming the first of what would become the Time 
Lords, one of the most powerful species in the 
known Universe. 


While the ‘common men’ of Tecteun’s species 
were eventually gifted a limited amount of 
regenerations, individuals such as herself and 
the Timeless Child retained the ‘pure’ gift of 
regeneration. People of influence were, in 
principle, now able to live forever outside of the 
ravages of time — a new species, created entirely 
from one unlikely source and the entire Shobogan 
people as a testbed. Tecteun’s carefully-controlled 
scientific contributions to this new species allowed 
her, along with a select few others, to cement great 
power over the newly-created Time Lords. The 
Doctor's origins, from beyond our known Universe, 
only serve to recontextualise so much of what she’s 
already experienced. What lies beyond our own 
Universe has always been mysterious, an ominous 
threat, a potential home to so many enigmas. 
Ironically, so many of these enigmas have been at 
our doorstep this entire time — things we thought 
natural and native to our own N-Space, such as the 
Doctor's regenerative abilities, are actually relics of 
an inexplicable alternative universe. 


The Timeless Child became something almost 
legendary to those who spoke of them, a mystical 


figure shrouded in secrets, at the heart of the 
mysterious Division’s work. Most people could 
never truly live up to such a grandiose reputation, 
and so it seems fitting that the Doctor, as confident 
yet humble as they are, be the face behind the 
name. Though she did not initially realise, it was 
the Doctor who allowed every other Time Lord 
the astounding gift of regeneration. Granted, her 
gifts were taken cruelly and without consent, but 
the Doctor was not simply of her people, she was 
their genesis. 


Its worth considering that the Timeless Child’s 
tragic upbringing is yet another reflection of 
some of the Thirteenth Doctor's most unsettling 
motifs, that the real monster is actually us. 
Granted, the Doctor is not human, but she has 
close associations with our kind, ones that tie 
her very much to her human companions. It's so 
easy to think in simplistic terms: We are the good 
guys, those who oppose us are the bad ones. 
However, as an unsettling mirror has been held 
up to us repeatedly, reminding us of our great 
capacity for destruction, so too has the Doctor 
been faced with the sheer ruinous nature of 
those she surrounds herself with. In many ways, 
the Doctor's new-found origins have placed her 
even closer to the story of her wife, River Song. 
The two were raised away from their true people, 
their home, with only a manufactured ‘parent’ as 
a mentor. They were both subject to unsettling 
starts in life — starts that should have, in theory, 
jaded them to everyone and everything. In spite 
of this, the two not only found each other, but 
also good friends, new family, and a strength of 
character that is only more special for how easily 
it could have been snuffed out. Be they human or 
otherwise, a past life or a future one, good people 
have the capability of doing terrible things. The 
most dangerous thing we can do is underestimate 
someone. The Timeless Child could never have 
been anticipated to lead the lives they did, for 
their potential to turn them from a daughter to 
a science experiment, to an agent of Division, 
to a cosmos-bounding wanderer. And yet, their 
lifetime has been fraught with direct and indirect 
violence, cruelty, and kindness. 
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O Division 

Division was founded on a tacit understanding 
amongst some Time Lords, that their official policy 
of non-interference must sometimes be broken. 
Despite its relatively worthy origins, Division 
became expansionist and authoritarian. By the 
time the Thirteenth Doctor had her first encounter 
with them, they were passing judgement across 
time and space, shaping events as they deemed 
fit, and assessing entire civilisations by their 
rigid standards. 


Division's wide view of time and space, combined 
with their disregard for individuals and even other 
Time Lords, mean they have few qualms about 
who or what they utilise. Any species, time or 
culture is theirs to control and manipulate. Nothing 


is beyond their means. This is most alarmingly 
illustrated in the form of the Rogue Angel — a 
Weeping Angel, an enemy of countless entities 
including the Doctor, reduced to a repository for 
knowledge and memories. Despite their quantum 
lock making them appear stone-like, the Weeping 
Angels are as alive as any other species the Doctor 
has met, and yet in the eyes of Division, they exist 
purely as a tool. 

Division's scope expanded outside of the 
known Universe, as they discovered and studied 
multiverses that existed apart from our own. 
Viewing our own Universe as tainted by the 
Doctor's presence and ongoing influence, and 
now considering a single Universe expendable, 
they created the Flux. 


While initially understandable in their intentions, 
Division became so far removed from their original 
purpose that they became a true antithesis of the 
original Time Lords, and the Doctor. 


Division showed a penchant for ruthlessly effective 
training, carefully sculpting all species into weapons. 
So much so that, in an ironic twist, Division's ruthless 
and utilitarian nature made them highly accepting 
of all species, regardless of inherent skill. Alien 
species with innate abilities far beyond the reach of 
most were as much a threat as a human, such as Lee 
Clayton, who had been subject to rigorous training. 
To Division, not being immediately intimidating was 
not necessarily a fault — only a facet of you to be 
utilised in another scenario. While callous and cruel, 
they were alarmingly effective at taking any aspect 


of a person and making it of use, or else erasing it 
entirely. No one member could be underestimated, 
regardless of species or background. It's easy to 
see, with such an eerily uniform view of people, 
how they may have convinced themselves for a 
long time they still acted in good faith. Certainly, 
they had themselves convinced until it was far too 
late for them all. 


Division, despite their misdeeds, are also 
responsible for so many positive acts, no matter 
how indirectly. The technologies they developed, 
their harnessing of Time itself, have enabled 
numerous individuals such as the Doctor to venture 
throughout time and space. Where would so many 
individuals and civilisations be, were it not for the 
influence of someone such as the Doctor in their lives? 
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The Doctor owes much of her time as a traveller 
amongst the stars to the TARDIS's technology, and 
her own ability to regenerate. Whilst her ability to 
regenerate is technically natural, the same cannot be 
said for any other Time Lord who has utilised it. Do the 
good deeds that have been enacted thanks to Time 
Lord technology cancel out the atrocities committed 
by Division? Almost certainly not. For every one planet 
saved, there has been another callously crushed by 
Division's unfeeling influence. But, to pretend the 
issue is black-and-white, some direct fight between 
good and evil, would be disingenuous. It is likely 
how Division agents have been able to justify, to 
themselves or others, the work that they do — that 
so many people benefit from their marvels of science. 


When the Doctors newest incarnation became 
known to them, Division not only continued to seek 
out their wayward Fugitive, but our own Thirteenth 
Doctor. After one of their Weeping Angels went 
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rogue, one who contained knowledge of the entire 
organisation's history, an entire extraction squad of 
Weeping Angels were dispatched to retrieve them. 
Sensing an opportunity once confronted by the 
Doctor, the Rogue Angel managed to make a deal: 
their freedom in exchange for the Doctor's. Division 
seemed to agree that the Doctor was a much more 
valuable target; swarmed by a horde of Weeping 
Angels, the Doctor was recalled to her old home, 
completely unaware of its relevance to her. 


Tecteun, the Doctor's one-time adoptive mother, 
revealed herself fully. She seemed determined for the 
Doctor to understand her motivations, going so far 
as to imply that the Doctor's very existence ‘forced’ 
Division to their various ends. By her logic, the 
Doctor's unpredictability and ability to inspire change 
in others directly combated their own intentions. 
Despite this, and an overt attempt at bribery with 
a biodata module containing the Doctor's stolen 


memories, the Doctor could not be swayed. Division's 
actions could not be justified, not even by someone 
like herself, and needed to be destroyed in order to 
protect the Universe — not the Universe the Doctor 
was born into, certainly, but the one she belonged to. 


Despite all their hardships, their actions both justified 
and not, Division faced a rather quiet and almost sad 
end. It was Swarm and Azure, who had finally infiltrated 
their base after so long searching, that confronted and 
killed Tecteun as revenge for their own imprisonment. 
Divisions members may still stand, but in one fell 
swoop the institution was no more: without a leader, 
they were no longer unified and faced a power vacuum. 
The Division that had raised the Doctor, had 
committed so many acts of scientific ingenuity and 
terrible suffering, was fundamentally changed forever. 
And with it, the rest of the Universe. 


If we have learned anything about the Time Lords 
as a species, it's that regardless of their origins, 
they are tenacious. Be it the Master, the Doctor, or 
the various agents of Division, they are a people 
built to withstand and survive circumstances that 
would permanently kill most others. It is true that 
Division now faces a deficit in power, but if there 
is one thing they do not lack, it is time. Division 
agents have proven how patient they can be, 
how far backwards and forwards in time their 
plans stretch, and how slowly they are willing to 
chip away at an insurmountable obstacle. They 
have all of time and space at their fingertips as 
a boundless resource, and with that on their 
side there is very little they cannot eventually 
accomplish. Now time will tell if their ranks will 
rise again, or simply retreat to the shadows of 
time once more. 


© The Fugitive Doctor 

As the Doctor's identity as the Timeless Child 
became known, so too did the lives she lived 
long before her first ‘official’ incarnation. In many 
ways, the Fugitive Doctor lived a life so varied 
and rich, so different to the Thirteenth Doctor's 
own, that she could arguably be considered an 
entirely different person. Connected and linked 
to the Doctor yes, but a person shaped by wholly 
distinct experiences. 


The Fugitive Doctor lived a large amount of her 
life held against her will by Division, working on 
behalf of Gallifrey — though it is unclear if she was 
initially recruited or conscripted, it is clear that she 
was more or less strong-armed into the position. 
With Division, the Fugitive Doctor was forced 
into incredibly difficult and morally-ambiguous 
positions, often capturing or even executing those 
who drew Division's ire. 


During her time on the run, the Fugitive Doctor 
took on the identity of one Ruth Clayton. Together, 
she and her companion Lee Clayton hid on Earth; 


she trusted Lee with her life and with keeping her 
secret safe. In order to further protect her true 
identity, Ruth was given constructed memories 
which detailed a strained relationship with her 
parents, and the inheritance of a lighthouse she 
had no wish to reside in. 


Lee, posing as Ruth’s husband, was no helpless 
human. He seemed to be as foreign to human 
concepts as any Time Lord would be, and had 
reportedly received Gallifreyan training. Presumed 
dead when he absconded with the Doctor, Lee was 
given strict instructions to remember the phrase 
‘Follow the light and break the glass’. This would 
lead Ruth to the lighthouse from her falsified 
memories, and eventually restore her memories. 
Though he was eventually executed by Time Lord 
operative Gat, it can be assumed the Fugitive 
Doctor had as close and as loving a relationship 
with Lee as the Doctor does with any of their 
companions. Not only were they content to live 
together, to pretend to be husband and wife, but 
Lee was entrusted with the very key to the Doctor's 
memories, and in many ways his sacrifices allowed 
the Doctor's journey to continue as we know it. 


When the Fugitive Doctor first became known 
to us, and to Team TARDIS, her identity raised 
far more questions than it answered. Whilst both 
the Doctor's sonic screwdriver and the Judoons’ 
genetic scanners confirmed her true identity as 
another of the Doctor's incarnations, this only 
made things more confusing. There is no doubt 
that the Doctor is immeasurably old, and has 
travelled in countless guises, but the Fugitive 
Doctor's life and identity were one she could not 
place in her timeline. This only led to greater 
confusion as, despite the Thirteenth Doctor's 
misgivings, this Fugitive incarnation seemed to 
speak of people and places that were outside of 
the Doctor's memories. 


However, despite their lives being so many aeons 
removed from one another, there are also clear 
glimpses of what the Doctor would become. As 
early as her time in Division, the Fugitive Doctor 
was clearly fond of companionship, having 
Karvanista as a companion on several missions. 
While it is true the two were more or less thrust 
together by their superiors, the same cannot be 
said for Lee, with whom she seemed to have 
fostered a mutual and caring relationship. In 
addition, it was the Doctor's almost innate moral 
code, and strong sense of justice, that first gave her 
the courage to defy Division and go on the run. 


While the Doctor may have gained and lost 
so much experience, and both traumatic and 
beloved memories, her distinctive traits have 
always remained. She is compassionate to a 
fault, brilliant and terrifying in equal measure, 
and possesses a beloved eccentricity that each 
incarnation exhibits in any number of endearing 
ways. We have seen on countless occasions 
how non-linear time can be. It is not a straight 
path, but a web of interconnected, never-ending 
possibilities. The Fugitive Doctor and the Doctor 
we've known may feel far removed, but in reality 
they are both pieces of a greater whole — the 
Universe always has a funny way of sewing these 
pieces back together. 


THE FUGITIVE DOCTOR 
CONCEPT: Fugitive Time Lord 
FOCUS: Justice 
STORY POINTS: 6 


Awareness 3, Coordination 4, 
Ingenuity 6, Presence 4, 
Resolve 4, Strength 3 


SKILLS: 
Athletics 2, Conflict 3, Convince 3, 
Craft 1, Intuition 3, Knowledge (History) 4, 
Subterfuge 2, Technology 3, Transport 2 


DISTINCTIONS: 
Time Lord — Has an innate connection 
to time and can feel when it is wrong, 
and regenerate when killed. 


Very Experienced — Higher Attributes 
and Skills but is hunted by Division 


EQUIPMENT: Sonic Screwdriver 


TECH LEVEL: 10 


© The Master 
Arguably both the Doctor's oldest friend and her 
most distinguished enemy, the Master is living 
proof of just how great a threat a Time Lord can 
pose. He not only lacks the Doctor's strong moral 
compass, but seems almost entirely bereft of any 
empathy or concern for anyone's well-being but 
i ” his own. Consequently, all of time and space have 
t j become his playground, with entire civilisations 
4 4 proving fodder for his games of cunning and 
fe sheer will. The Master is exceedingly duplicitous 
and unpredictable, traits complemented by an 
astounding intellect and significant training. He is 
dangerous in the extreme, and one of the single 
most dangerous beings known to the Doctor. 


The Doctor and the Master's relationship is a 
complicated one. Despite their history together, 
N € growing up side by side, their life trajectories have 
taken them down drastically different paths. In spite 
of this, the Doctor is often determined to steer her 


r- old foe down a better path, and in turn the Master 
w i 

5 seems compelled towards the Doctor as a friend 

&® and adversary. In many ways, the Master both seeks 

4 victory, and also fears that day... the day when 

2 he has finally won, and can no longer challenge 


the Doctor. 


lt is no real surprise, given his extensive training and 

knowledge, not to mention his incredible cunning, 

D that the Master's latest incarnation would embody 
7 the role of a ‘spymaster’. Aeons-old insecurities 
surfaced — justified perhaps in the Master's mind, 

à but ultimately nothing more than self-doubt and 
anxiety. He had always viewed the Doctor as acting 
‘special’, being treated as though superior or more 
promising. One of the traits that makes Time Lords 
so distinct, their regeneration, was in actuality 
a trait unique and innate to the Doctor, and no 
other. Everyone else, wittingly or unwittingly, was 


a mere copycat of a much grander template, the 


Master included. 


Given all we know about the Master and the Doctor's 
CHAPTER THREE history, it's all the more tragic to see how deeply 


affected he was by the revelations surrounding the 

E N E M I ES O F TH E Timeless Child, and what came next. Despite the two 
adversaries having an unusual affinity, the realisation 

TH I RTE E NTH DOCTO R that all Time Lord regenerative abilities (including his 


own) stemmed from the Doctor, that all of their kind 
carries a piece of her, was enough to drive him to 
make a truly irrevocable decision. As demonstrated 
with the Doctor herself, it is not uncommon for 
Time Lords to experience changes in personality or 
demeanour when regenerating. However, memories 
and moments remain; the events of the Time War, 
and the trauma that came of it, have remained with 
the Doctor throughout all her incarnations, even if it 
manifested in different ways. It was shocking then, but 
in many ways inevitable, that in one instant it seemed 
any ground the Doctor had made at salvaging her 
relationship with the Master was lost; their time spent 
as Missy, all the lessons they had learned as the Lumiat, 
all their efforts to change for the better, were erased. 
While he had already turned his back on his previous 
attempts at self-betterment, this was the moment he 
truly crossed the Rubicon. 


BLS PADN 
THE MASTER 


CONCEPT: 
Obsessive Time Lord Nemesis 
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FOCUS: 
The Doctor 


STORY POINTS: 6 


Awareness 4, Coordination 3, 
Ingenuity 10, Presence 5, 
Resolve 5, Strength 3 
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SKILLS: Athletics 1, Conflict 3, 
Convince 5 (Hypnosis 7), Craft 1, 
Intuition 3, Knowledge 6, Medicine 3, 
Science 5, Subterfuge 5, Survival 5, 
Technology 5, Transport 4 (TARDIS 6) 


DISTINCTIONS: 
Experienced, Time Lord 


GADGET: Tissue Compression Eliminator — 
Distinction: Molecular Shrinking. On organic 
matter (4/L/L) and non-organic matter 
(shrinking the item or object to a fraction 
of its size). Also has some communication = 

capabilities. STORY POINTS: 4 wai / Siaa 


Maama 


TECH LEVEL: 10 


STORY POINTS: 4 
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At these revelations, the Master reverted to the 
deepest, darkest, and perhaps truest part of himself, 
and turned his rage upon Gallifrey. He made them 
pay, leaving the Citadel a smouldering husk. 


Not content with his revenge, the Master wanted 
to send a message to the Doctor, to have a witness 
to all he had done. Using his cunning and wit, the 
Master was able to root out and forge an alliance with 
Kasaavin sleeper agents, who hailed from beyond 
our own N-Space. The Kasaavin were beings of 
intense cosmic power, able to phase through walls 
including those of the TARDIS, and so removed from 
us that they found humanoid shapes ‘amusing’; and 
yet, the Master was able to fully deceive them, and 
turn them into yet another piece in his never-ending 
game. It was a credit to his intelligence of course, 
but also a mark of his arrogance that would come 
back to bite him. When his lies to the Kasaavin were 
discovered, he was taken back to their realm by 
way of punishment, though even this prison proved 
incapable of keeping the Master held forever when 
he eventually escaped once more. 


Ina final attempt to fully take control of all that makes 
the Doctor, the Master united the forces of both 
the Cybermen and the Daleks. Under his scheme, 
they lured the Doctor by causing planet-wide 
destruction, and forced a temporary regeneration 
in her, which the Master was able to assume control 
of. In essence, the Master had fully consumed the 
Doctor, or at least physically become her for a spell, 
and in so doing became the Master-Doctor. He 
had finally succeeded, seemingly, at taking all that 
makes the Doctor, though he once again proved 
to underestimate her human companions. Hellbent 
on ruining the Doctor's reputation by wreaking 
destruction in her new body, it was only the timely 
intervention of Yasmin Khan that put a stop to his 
plan. With the Doctor successfully degenerated, 
and returned to her Thirteenth incarnation, the 
Master squared off against his old adversary in his 
old body. In the ensuing chaos both he and the 
Doctor were mortally wounded; while Yaz was able 
to pull the Doctor to the safety of the TARDIS, the 
Master was left to die on an imploding planet. The 
last that has been seen of him, he lay half-buried 
under rubble and debris — a strange anti-climax to 
his campaign of grandiosity and revenge. 


Despite his wily nature, the Master isn’t entirely bereft 
of redeeming qualities. Granted, he does not often 
act upon this potential, but to ignore it would be to 
ignore what first made him the Doctor's friend. Though 
the Master may often look down upon other species 
such as humans, and the Doctor's habit of associating 
with us, he is as flawed as any other person — even if, 
to him, flaws include emotion and a conscience. 


It is important to remember that the Master had no 
true obligation to reveal the Doctor's past to her. 
He could have forever held it over her. While he still 
clearly enjoyed the game of cat and mouse he played, 
in the end he revealed it to her plainly. Perhaps this 
was a courtesy to an old friend, or perhaps it was ego. 
Maybe he simply wanted to be the one to reveal this 
information, and indulge in watching the Doctor's 
distress, or maybe a part of him felt it was right she 
knew. Knowing the Master's dichotomous nature, it is 
likely some mixture of the two. After all, if the Master 
respects one thing, it is power. And the Doctor is the 
most powerful enemy and ally he will ever know. 


But the key question remains: is the Master truly 
dead? Only time will tell, but, for now, his fate 
remains a mystery. A victim and a persecutor, a 
rageful madman and a cold, calculated tactician. 
The man who became the Doctor, defeated her, 
and lost to her. Regardless of his ultimate fate, the 
Master is a powerful and complicated man, one 
whose influence will continue to echo across the 
known Universe for aeons to come. 


O Daleks 


The oldest foe of the Time Lords, and one of the 
greatest threats to the known Universe, the Daleks 
and their fate seem almost inextricably linked to 
that of the Doctor. Wherever, and whenever, they 
decide to spread their influence, the Daleks will 
stop at nothing until their final objective of total 
domination is achieved. However, despite their 
ongoing conquest of the cosmos, the Daleks are 
rendered even more dangerous by their capacity 
for ingenuity. They are not simply compulsive 
warmongers, but rather intelligent (if bloodthirsty) 
strategists, willing to make massive concessions to 
achieve an ultimate victory. 


Engineered by Davros, a Kaled who hailed from the 
planet Skaro, the Daleks are a race that no longer 
even remotely resemble what they once were. Where 
there was once a human-like, civil race, now stands a 
carefully-curated race of mutant flesh, housed within 
cold metal casings for protection. In addition, each 
is equipped with a cortex vault, a small electronic 
implant designed to actively suppress their capacity 
for empathy. They do not hesitate and do not express 
remorse, often heralding their acts of destruction 
with their iconic cry of "EXTERMINATE’ and a flurry 
of weapon fire. Intended to end the war between the 
Kaled and their enemies the Thal, the Daleks proved 
far too effective. In an ironic turn of events, they 
wiped out the Thal and the Kaled entirely, leaving 
only Davros alive. A brilliant scientific mind, a true 
asset to the Daleks, Davros has continued his bizarre 
relationship with them in which he is both revered 
and forcibly held prisoner by his own creations. 


The Daleks themselves are a true meeting of 
mortal mind and cold, hard machine, housed 
inside their advanced shells. Often armed with 
energy weapons, and a suction-cup mechanical 
arm designed to interact with more primitive 
hardware, the Daleks are more than capable of 
interacting with environments usually reserved for 
more organic creatures. That being said, the ever- 
adaptive Daleks have been known to make frequent 
use of specialised units. Some may boast tougher 
exteriors, more hard-hitting weapons, or even the 
ability to hover and overcome their once-perceived 
weakness to stairs. While more or less defenceless 
without their housing, the mutant creature inside 
should not be underestimated either. When backed 
into a corner, many of these mutants have proven 
deadly, able to strangle or suffocate victims with 
their fleshy tentacles. 


Despite their status as an engineered race, the 
Daleks have always proven surprisingly flexible in 
how they adapt. Unlike races such as the Cybermen, 
they care little for aesthetics, instead focusing on 
utility. Admiring few things apart from warfare, their 
continued quest for domination is a methodical 
and ruthless one. Even in the Thirteenth Doctor's 
era, we see their relentless progress manifested in 
rather unusual ways, proving their technology in 
anyone's hands is a recipe for disaster and chaos. 
When humans Leo Rugazzi and Jack Robertson 
got their hands on the destroyed remains of the 
Reconnaissance Dalek, even the basic remnants 
of the technology and its Dalek mutant pilot were 
enough to create an unstoppable weapon. 


However, Daleks are not withoutredemptive qualities 
— or at least the potential for them. Players would 
do well to remember that the vastness of time and 
space leaves a lot of room for change. While every 
facet of their creation was geared towards making 
them incapable of compassion, of empathising 
with the enemy, they are still organic individuals. 
On more than one occasion, Daleks have proven 
capable of developing emotional responses, and a 
more personal sense of what is right and wrong. In 
these rare cases, it seems that circumstance and the 
opportunity to learn are the two biggest barriers to 
a Dalek evolving and maturing their conscience. 
When Rose Tyler was given the chance to speak 
plainly and genuinely with a captured Dalek, 
supposedly the last accountable one of his kind at 
the time, the Dalek was able to demonstrate some 
degree of empathy. He drew parallels between 
his own situation and that of the Doctor, claiming 
they were ‘the same’. In the end, it was unable to 
reconcile with the ideas Rose’s absorbed DNA and 
words had instilled within it, and ended its own 
life — but not before having a moment to reach a 
single tentacle out into the sunlight. 


The last we saw of the Daleks in the era of the 
Thirteenth Doctor, they had made an unusual (if rather 
enterprising) alliance with both the Cybermen and 
the Master for the first time, in the latter's eponymous 
‘Dalek Plan’. A ploy to steal the Doctor's identity by 
forcing the Thirteenth Doctor to regenerate into 
the Master, the Daleks aided in the destruction 
wrought, aiding the Master by doing what it is they 
do best: exterminate. The Dalek volcano machines 
caused dangerous, powerful seismic activity all 
across the globe, drawing the attention of numerous 
parties including the Doctor. Given the destructive 
capabilities of activating every volcano on Earth, it is 
unclear what the Daleks intended to conquer after the 
chaos ceased. In all likelihood, the destruction of life 
on Earth would be victory enough. Notably however, 
there was also the appearance of yet another Dalek 
who had turned against their kin. The Daleks allowed 
a renegade within their midst to unwittingly lure 
the Doctor to a volcano, cornering her for capture. 
Callously destroying the traitor Dalek, who believed 
their beloved Kaled race had become corrupted and 
warranted destroying, the others personally brought 
the Doctor to the Master in 1916. 


One shouldn't forget, with all we now know of the 
Timeless Child and their origins, that the Daleks and 
the Time Lords have far more in common than initially 
suspected. While the Daleks seemed inorganic and 
impure when compared to the god-like people of 
Gallifrey, in reality they are both entirely manufactured 
species. Neither formed naturally, neither were 
granted gifts through pure happenstance. While the 
Daleks’ reliance on science and technology is more 
physically obvious, in the end, the Time Wars were 
a fight between two fabricated entities on behalf of 
unethical, corrupt individuals. Once upon a time, as 
their Tenth incarnation, the Doctor was told by one 
of these deadly enemies that they would ‘make a 
good Dalek’. Perhaps they were closer to the truth 
than they realised. 


DEFENCE DRONE DALEK 


CONCEPT: 
Human-built Dalek Drone 


FOCUS: Superiority 
STORY POINTS: 6 


Awareness 3, Coordination 2, 
Ingenuity 4, Presence 4, 
Resolve 4, Strength 6 


SKILLS: Conflict 3, Convince 3, Medicine 3, 
Science 7, Survival 4, Technology 8 


DISTINCTIONS: 
Dalek — its mutated body is housed in 


tough armour, reducing Damage taken by 
8, and reducing the effects of projectile 
weapons by two stages (Success to Almost, 
Almost to Disastrous). It can fly, hover, 
interface with technology, and survive in 
extreme conditions. As a last resort it can 
self-destruct (3/6/9 Damage, 10m radius). 


WEAPONS: 
Exterminator (4/L/L) — The legendary Dalek 
weapon is usually fatal with a single shot. 


TECH LEVEL: 9 


STORY POINTS: 4 
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© Cybermen 

Too often, humans have proven to be as flawed 
as they are miraculous. We pollute, rendering 
planets uninhabitable. We wage war, and slaughter 
countless innocents. We are also flawed in subtler, 
more ‘human’ ways, the kind of quirks that make us 
endearing and fully-formed people. Unfortunately, 
there are those that see even the mildest of these 
inherent flaws as inexcusable, and humans as a 
scourge that needs eradicating. The Cybermen, in 
their own way, seek perfection, even if it comes at 
the cost of their humanity. 


Unlike the Doctor and her empathic companions, 
the Cybermen continually forgo emotion, viewing 
it as a weakness. Instead, they embrace pure logic, 
finding new ways and stratagems that have allowed 
them to survive up until the end of the Universe 
as we know it. Bereft of compassion or empathy, 
they do not care how many lives they must steal 
in order to create the next perfected model of 
Cyberman. In the end, all that matters is that elusive 
next Cybermen, the model that is better than the 
one before it, in an unending quest for a kind of 
perfection that is arguably impossible. 


However, unlike war-faring races such as the Daleks, 
Cybermen are not entirely without reason. Time and 
again, the Cybermen’s acute eye for flaws has held an 
uncomfortable mirror up to the Doctor and the rest 
of humanity. Unlike so many others the Doctor has 
encountered, the Cybermen are entirely honest in 
their quest for perfect unity. They see the eradication 
of flaws, the removing of undesirable traits, as a 
necessity that even supersedes freewill. How can a 


flawed human be trusted to know they are flawed? To 
fix themself? For better or worse, the Cybermen are 
almost entirely a unified people, devoid of poverty, 
illness, and selfishness. The unfortunate price of this, 
however, is a total disregard for ethics in pursuit of 
excellence, and a complete lack of tolerance for the 
imperfections intrinsic to all life. 


In the time of the Thirteenth Doctor, the Cybermen 
have gone on to prove themselves adaptable 
in ways many may have previously deemed 
impossible. We have already witnessed much of 
their impressive Cyberiad; similar in function to a 
hivemind, the Cyberiad contained the collective 
knowledge of every active operating cyber-unit on 
any level, accessible to any unit under its watch. 
This collective enabled Cyber-Planners to control 
any organism that had been upgraded and brought 
into their ranks. Already, we know of its effects on 
even the most strong-willed of beings, when the 
Eleventh Doctor became its unwilling host and was 
very nearly consumed by it. Thought destroyed, or 
at least diminished in power, for quite some time 
the Cyberiad no longer seemed to be the useful 
tool it once was. 


It is then, with great trepidation, that we saw the 
emergence of the Cyberium. An advanced battle Al 
developed during the Cyber-Wars of the far future, 
this miraculous entity contained the collective 
knowledge and future history of all Cybermen. 
Once sent back in time, it switched hosts rapidly 
— from Percy Shelley, to a brief confrontation with 
the Thirteenth Doctor, before being ultimately 
relinquished to Ashad, the Lone Cyberman. 


Ashad was a tragic figure. Rejected by the very 
Cybermen he idolised, he despised humanity and its 
flaws. He saw beauty and purpose in the perfection 
the Cybermen offered and, despite being rejected 
for conversion, he played one of the most integral 
roles in enabling the ascension of the Cybermen once 
more. His absorption of the Cyberium set a series of 
catastrophic events in motion throughout time and 
space, giving the Cybermen the momentum they had 
been lacking for so long. Initially he aspired to bring 
about the death of everything, removing all organic 
(and ‘flawed’) features of the Cybermen, using the 
Death Particle to wipe out all other organic matter 
that remained in order to restore the Cyber-Empire. 
However, his greatest impact lay not in this original 
plan, but the one he would go on to concoct with the 
Master. In a decision that marked his own demise, 


CYBERMAN 


CONCEPT: 
Upgraded Humanoid Cyborg 


FOCUS: Conversion 
STORY POINTS: 6 


Awareness 2, Coordination 2, 
Ingenuity 2, Presence 3, 
Resolve 3, Strength 7 


SKILLS: 
Conflict 3, Convince 2, Medicine 1, 
Science 1, Technology 4 


DISTINCTIONS: 

Cyberman — Their heavily armoured 
body reduces Damage by 10, but they are 
susceptible to strong magnetic fields, 
and exposure to gold can be lethal. 
Some modern Cybermen have the 
ability to fly, and can discharge an 
electric blast from their grip (4/9/13). 


WEAPONS: 
Particle Beam (4/L/L) — Cybermen have an 
arm-mounted weapon that is usually fatal. 


TECH LEVEL: 6-7 


STORY POINTS: 3 


and yet a great and terrifying step for Cyberkind, he 
unwittingly brought the Cyberium directly to one of 
the most dangerous people in the known Universe. 


Once Ashad was double-crossed by the Master, the 
true ascension of the Cybermen began. The Master 
assumed direct control of the Cyberium, two of the 
Doctor's greatest enemies uniting truly as one for the 
first time, and utilised the bodies of the many dead 
on Gallifrey. From these, the Master gave birth to the 
CyberMasters. Now spliced with Time Lord genetics, 
and imbued with the god-like power of regeneration, 
the Cybermen took an irrevocable step forwards in 
their capabilities. As a culmination of the Master's 
final ploy to take over the Thirteenth Doctor's body 
and mind, their destructive capabilities were used to 
help lure their ancient enemy to the fore, and their 
regeneration energy was syphoned to power a forcible 
retro-regeneration within her. Drained completely, the 
CyberMasters as we know them were left permanently 
dead. In an ironic twist of fate, their sudden gift of 
regeneration resembled the very Time Lord creation 
myth the Master and so many others from Gallifrey 
believed about their species for so long — the very 
lie that spurred on the Master's wrath in the first place. 
And, much like the very people of Gallifrey the Master 
slaughtered, the CyberMasters lived all too short a 
time, and met a similar end. 


The Cybermen as a species had come closer 
than ever, for no matter how short a time, to re- 
establishing their connection with what it means 
to be organic. For, no matter how hard they may 
hope otherwise, a small part of them will always 
be the flesh and blood that died to create them. 
Through one decisive partnership with a dangerous 
Time Lord, their collective minds were made privy 
to a wealth of knowledge once only known to the 
highest ranks of Gallifrey. While the CyberMasters 
may be no more, the technology and information 
they garnered can never be fully undone. 


The pursuit of the next Cyberman continues. The 
next improvement, the next technological marvel, 
the next step towards perfection. Flaws are a 
constant of life, and so too will be the attempts to 
eradicate them. After their brush with the power of 
the Time Lords, one shudders to think what future 
the Cybermen may have in store. 


© Swarm and Azure 

While the Doctor may not recognise them, to a 
certain extent Swarm and Azure are no strangers 
to her. Unlike the rest of her people, it has been 
revealed that the Doctor herself is the only known 
member of her species, a precursor and template 
for what would become the rest of the Time Lords. 
But her regenerative capabilities are not exclusive. 


The Ravagers, Swarm and Azure's people, hail 
from all the way back in the Dark Times. They 
too worshipped the embodiment of Time, as the 
Gallifreyans did. However, Division’s quest for 
control ultimately resulted in what the Ravagers 
viewed to be unadulterated heresy — in their 
controlling of the flow of time at the Temple of 
Atropos, through the Mouri, they imprisoned the 
very essence of Time herself. 


After discovering Division's long-kept secret, 
the brother-sister duo stormed the temple, 
using Passenger forms to bring along millions 


of hostages. While their plan seemed foolproof, 
Division dispatched the Fugitive Doctor, who in turn 
was able to successfully conceal the Mouri within 
a Passenger form and oust the pair. The siblings 
were thereafter banned from the Temple, and 
the Mouri quantum-locked against them as a 
safeguarding measure. 


In addition, the two were forcibly separated. Swarm 
was held by Division in a containment chamber, 
whereas Azure had her memories and identity 
almost entirely erased, placed within a human form 
in the Arctic circle. 


Swarm and Azure represent both a powerful enemy 
andan uncomfortable mirrorto the Time Lords. Much 
like the Master, they are cunning, dangerous, and 
brutal in their dealings, their immortality allowing 
countless lifetimes of wrongdoing. However, while 
their actions may not be excusable, their emotions 
are arguably justified. Division’s expansionist, 
authoritarian rule resulted in the imprisoning of 
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Time herself, an entity considered sacred in both 
the Time Lord and Ravager cultures. Time makes 
up much of the fabric of the Universe, and yet 
instead of reverence she was shown disrespect and 
a level of true cruelty. It is no wonder individuals 
like Swarm and Azure would feel a compulsion to 
intervene, to stop at nothing until they had freed an 
entity they saw as their saviour. As a Gamemaster, 
you may wish to have your players question their 
motives in encounters with Swarm and Azure. Are 
the two truly villainous, or betrayed and damaged 
victims with misguided ethics? 


As an act of revenge, they sought the destruction 
of N-Space, our known Universe, as a form of 
retribution. They sought endless vengeance upon 
our Universe by using Tecteun’s Flux to destroy 
it, and then using Time to replay the moment 
for eternity. Ironically, their quest for destruction 
ultimately made them into the very people they 
viewed as heretics, corrupting and using Time 
against her intended purpose. 


Azure and Swarm may be close, with similar goals 
and motives, but they are very distinct individuals. 
Their difference in outlook, certainly when the Flux 
had failed, is particularly striking. When the two 
were unable to free Time, she appeared to them 
as a duplicate of Swarm, and expressed great 
disappointment in the siblings’ failure. When Time 
disintegrated the two in punishment, the duo were 
all but polar opposites; Swarm reacted in horror 
and distress, whilst Azure embraced their fate as a 
form of ‘ascension’. 


Perhaps Azure's time as the human Anna, with 
her partner Jón, tempered her somewhat, whilst 
Swarm's time spent as a prisoner eroded his 
capacity for empathy further. Certainly, Azure's time 
as Anna would have continued indefinitely, had 
Swarm not murdered Jón and restored her previous 
form. Whatever the case may be, the two's fates 
were still inextricably bound throughout time and 
space, until their ultimate demise. 


The Ravagers are an unusual, crystalline species, 
hailing from the Dark Times. Their colouration, 
crystal protrusions, and patterns are extremely 
varied, with skin often patterned like marble or 


a geode. They have the unusual capability to 
harvest another's life force in order to trigger a 
regeneration, as demonstrated by Swarm himself. 
His new incarnation was as different among his 
species as a Time Lord's might be, sporting an 
entirely different colour scheme and set of crystals. 
Swarm and Azure exhibited a number of other 
powerful skills seemingly innate to their species, 
notably strong psychic abilities and an uncanny 
knack for distorting time and space. They had 
the capacity to psychically link with others, either 
casually or going so far as to control individuals 
from great distances. Eerily enough, they 
seemed capable of doing so with both organic 
and inorganic individuals. By their very nature 
as temporal beings, they possess a more global 
understanding of time and space, experiencing 
it very differently to more ‘linear’ species such 
as humans. Swarm was able to recognise Yasmin 
Khan despite her having never met him in her 
chronology, and expressed disdain for her inability 
to perceive time as he does. 


Able to teleport anywhere in spacetime within their 
own Universe, a Ravager left to their own devices 
is a dangerous creature indeed. With enough time 
and power dedicated to their goals, Ravagers are 
able to construct psycho-temporal bridges with 
those they are psychically linked to, even if they 
exist outside the known Universe. In short, Ravagers 
such as Swarm and Azure have the potential to 
appear any time and anywhere, with a borderline 
precognitive experience of the world. Given how 
only two of their species were needed to create the 
amount of death and destruction they enacted, it is 
no wonder the pair carry a certain air of superiority. 
In many ways, they are not incorrect in assuming 
they are among the most powerful forces in several 
known universes. 


As such, their Attributes and Skills are unimportant 
— they are more powerful than the characters 
could hope to deal with, able to travel anywhere, 
anytime, and manipulate those around them. 
They are formidable and almost impossible foes, 
and Gamemasters should handle encounters with 
them carefully, as a clash of wits, with opportunities 
for the characters to escape or foil the Ravagers’ 
schemes without direct conflict. 


CHAPTER FOUR 


THE THIRTEENTH 


DOCTOR'S ADVENTURES 
SERIES ELEVEN 


© The Woman Who Fell to Earth 

‘We're all capable of the most incredible change. 
We can evolve while still staying true to who we 
are. We can honour who we've been, and choose 
who we want to be next. Now's your chance. How 
about it?’ 


Sheffield, United Kingdom, 2018 

When Ryan Sinclair discovered a turquoise alien 
transport pod with glowing runes in the woods 
near Sheffield, he and police officer Yasmin Khan 
didn't have much time to investigate before 
they got a phone call from Ryan's gran and step- 
grandad, Graham and Grace O’Brien, whose 
train had stopped in the middle of nowhere. As 
Ryan and Yaz arrived, a living mass of electrified 
cables advanced down the train, but a woman in 
an ill-fitting suit, the Doctor, plunged through the 
carriage roof and used a sparking electrical cable 
to send it into retreat. 


The Doctor realised that everyone present, 
including the other passenger on the train, Karl 
Wright, had been injected with deadly DNA 
bombs. She tracked the signal to a mechanic's 
workshop, where they arrived to find an alien 
bursting through the wall. Inside, they found the 
remains of the shattered pod and the ice-burned 
body of a man, Rahul, whose sister Asha had been 
abducted seven years ago. 


With her newly-assembled sonic screwdriver, 
the Doctor tracked down the cable alien, a 
Gathering Coil designed to gather data on Karl 
from the train. The alien from the pod introduced 
himself as Tzim-Sha of the Stenza, hunting a 
randomly designated human so he could ascend 
to leadership. Tzim-Sha transferred the data from 
the Coil and teleported away. 


The Fam, Tzim-Sha, and the Gathering Coil 
converged on the building site where Karl worked. 
When Tzim-Sha detonated the DNA bombs, the 
Doctor revealed that she had implanted them 
in the Gathering Coil, meaning they had been 
transferred into Tzim-Sha with the data. The Doctor 
threw him the recall circuit to teleport home, but 
in the fight with the Gathering Coil, Grace was 
thrown from the crane and died. 


After Grace's funeral, Yaz, Graham and Ryan helped 
the Doctor turn the transport pod into a teleporter 
to take her to where her TARDIS was. To their 
horror, all four of them ended up floating in the 
vacuum of space. 


© Running the Adventure 

The Woman Who Fell to Earth is a great 
introductory adventure for a new group. The 
Doctor has to piece together bits of who she is, so 
newer players don’t have to know much about the 
Doctor's Universe to understand what's going on, 
and even the Doctor's player can learn as they go. 
Every character has a piece of the puzzle that leads 
them to Karl before Tzim-Sha can capture him: 


Ryan finds the Stenza pod while searching for his 
lost bike, and his impulsiveness in touching the 
glowing diamond that emerges from it gives Tzim- 
Sha permission to hunt on Earth. 


Yaz asks her superior in the police force for more 
interesting assignments after she spends her time 
breaking up parking disputes, then finds herself 
with a lot more than she bargained for. 


Grace and Graham run into the Gathering Coil on 
the train, after Graham has been too hard on Ryan. 


The Doctor has the knowledge and technology to 
track down and understand the pod and the Coil, 
but is without her TARDIS, her sonic, and a lot of 
her memories. 


If you're running the episode for an established 
team of characters, maybe they intercept Ryan’s 
message to the police and hear about the Gathering 
Coil attack on the train. If the characters aren't 
yet a team, think about how to use these puzzle 
pieces to bring them together. Anyone could find a 
blue pod in the middle of the woods, and you could 
offer the players the choice: would any of them like 
to have their character do something impulsive 
like touching the glowing diamond to set the 
story going? 


During the research montage to track down Tzim- 
Sha’s pod and the Gathering Coil, the players all 
get a chance to use their characters’ contacts 


and knowledge. This is also a great chance to 
introduce some of the people in the characters’ 
everyday lives that matter to them and could 
provide useful scenes in the future to reconnect 
with their lives on Earth — for instance, Yaz’s 
boss, Ramesh Sunder, Graham’s bus driver friend 
Gabriel, or a character from a future episode like 
Ryan's mate Tibo. 


The final scene is an excellent opportunity to get 
the characters to team up and tackle challenges. 
There are four distinct challenges that play to a 
range of different skill sets: clear the builders off 
the site, climb up and operate the crane so Karl 
has an escape route, rig an improvised electrical 
circuit to overload the Gathering Coil, and 
balance on the crane to persuade Karl to jump to 
safety. There are other possibilities too: a highly 
physically-capable or wily character could distract 
Tzim-Sha, a medically-trained character might 
need to provide aid to someone who survived 
the Gathering Coil’s attack, and a mechanically- 
capable character could lay a trap for Tzim-Sha 
using the recall circuit. 


There are lots of other ways you could use this 
framework to tell different stories: 


One of the player characters (or their allies) is 
Tzim-Sha’s target and they have to hold the 
Stenza hunter off long enough that they can 
come up with a plan. 


The characters know Rahul and they work with him 
to save the next victim. 


If the characters aren't from Earth, they encounter 
a rival for leadership of the Stenza who warns them 
that Tzim-Sha is cheating and wants the characters 
to reveal his treachery. 


In Medieval England, the hunter from the stars is a 
local legend, and the locals lock their doors when 
the ‘blue seed’ falls from the sky. 


A team from UNIT or another alien investigation 
body notice strange atmospheric conditions 
and energy readings that coincide with the 
disappearance of Asha seven years ago. 
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© Continuity 


The Doctor's regenerations are almost always 


traumatic, but her last regeneration saw her falling 


from the exploding, dematerialising TARDIS. 
We catch up with her at the end of that fall, as 
she plunges through the roof of a train outside 
Sheffield. At first, all she remembers is that she was 
a white-haired Scotsman, and that she is looking for 
a Doctor. She is delighted that she regenerated as 
a woman, and is still wearing the Twelfth Doctor's 
suit. Yaz and Ryan take her to get some new clothes 
at the end and she comes up with the look she 
will sport for the rest of the series. The Doctor 
has struggled to regain her memories following a 
regeneration before, notably following the difficult 
regeneration into the Eighth Doctor (Doctor Who 
— The TV Movie). 


TZIM-SHA 


CONCEPT: 
Alien Warrior 


FOCUS: 
Lead 


STORY POINTS: 8 
Awareness 3, Coordination 4, 


Ingenuity 3, Presence 4, 
Resolve 4, Strength 5 


SKILLS: 
Athletics 3, Conflict 5, Convince 2, 
Medicine 2, Science 2, 
Technology 4, Transport 2 


DISTINCTIONS: 
Stenza — Hive mind provides access to 
the collective knowledge of the Stenza. 


WEAPONS: 
Sniper Rifle (4/L/L), Gathering Coil 
(implant DNA bomb (4/L/L)) 


ARMOUR: 
Reduces Damage received by 5. 


GADGETS: 
Short-range teleport, SniperBot 


TECH LEVEL: 6 


The period immediately following the Doctor's 
regeneration is often a time when their body is still 
settling into a new form: the Tenth Doctor was able 
to regrow his hand after it was cut off in the hours 
after his regeneration (The Christmas Invasion) 
and the Thirteenth Doctor uses the instability of 
a newly-regenerated body to reverse the Master's 
hijacking of her own regeneration in The Power of 
the Doctor. 


The Doctor needs to rebuild and find herself: her 
name, her purpose, her TARDIS, her memories and 
her sonic. The Twelfth Doctor was gifted a new 
sonic screwdriver by the TARDIS in Hell Bent, and 
in this episode, the Thirteenth Doctor finds that it is 
gone. She makes herself a new one using spoons, 
Sheffield steel, and a crystal from the Stenza 
transport pod. 


The Doctor calls Tzim-Sha ‘Tim Shaw’ to annoy him, 
and continues to do so throughout the rest of the 
series, even when she encounters him again on 
Ranskoor Av-Kolos in The Battle of Ranskoor Av- 
Kolos, after he was sent there by the recall circuit. 
She also makes fun of the Grand Serpent's name in 
The Vanquishers to annoy him. 


Grace's death has a major impact on Ryan, Graham, 
and Yaz throughout their adventures: Ryan talks 
about Grace's activism with Rosa Parks and Martin 
Luther King Jr. in Rosa, and when they all confront 
Tzim-Sha again on Ranskoor Av-Kolos, Graham 
has to face his anger at Tzim-Sha’s part in Grace's 
death. In Revolution of the Daleks, when Ryan 
and Graham leave the TARDIS, they both think they 
see Grace watching them with a contented look on 
her face. 


Ryan’s father doesn’t show up to Grace's funeral, 
when Ryan needed him most. He receives a letter 
apologising for it in Arachnids in the UK and talks 
about their fraught relationship in The Tsuranga 
Conundrum. Ryan's father does eventually try to 
reconnect in Resolution. 


Karl shows up again at another incident of alien 
peril: he watches the fireworks as ELF Storage goes 
up in flames in Manchester on New Year's Eve, 2021 
in Eve of the Daleks. 


© Further Adventures 

Triumph and Tribulation: Tzim-Sha mentions that 
the humans the Stenza capture are kept in a state 
of suspended animation, caught forever between life 
and death in a ghoulish trophy room, and we see what 
this looks like in The Battle of Ranskoor Av-Kolos. 
The player characters could use the information the 
Doctor gained from the transport pod to travel to 
the Stenza homeworld and rescue the people who 
have been abducted from Earth, including Asha, 
Rahul's sister. On the Stenza homeworld, they find 
themselves in the middle of a huge celebration, the 
Triumph of the Stenza, which remembers the Stenza’s 
many victories. Prisoners from the planets that have 
been conquered have been brought to work on 
the Stenza homeworld for the Triumph. During a 
parade of the most skilled Stenza warriors, which 
culminates in a brutal fighting arena, the trophies of 
Stenza warriors are displayed. Can they get past the 
warriors of the hunting species to save Asha and the 
other trophies? One of the Stenza warriors has other 
plans for the Triumph: they have obtained a powerful 
device from Desolation before the facility there was 
closed down, and they intend to use it to destroy 
their rivals and become undisputed leader of the 
Stenza — but the device draws on the life force of 
the people kept as trophies, so the characters have 
to hurry. 


A Dangerous Game: Tzim-Sha’s failure to capture 
his target leads other ambitious Stenza to descend 
on Earth and attempt their own hunts to become 
leader of their people. The characters have to figure 
out who the Stenza warriors have assigned as their 
targets, and save them. At first it's simply a matter 
of who they can save, but they need to make it 
clear that the Stenza are not welcome on Earth. 
They could undermine the Stenza’s environmentally- 
sealed suits, making Earth unbearably warm for 
the Stenza’s lower body temperatures; turn the 
Stenza against one another so they are distracted 
by their own infighting; or find ways to access the 
Stenza’s Hive network to throw their hunt into chaos. 
An influential Stenza called Kuz-Da believes that 
humans are a poor choice to hunt and would prefer 
that they change their traditions to hunt something 
truly dangerous. With Kuz-Da’s help, the characters 
might even be able to redirect the Stenza to hunt the 
Daleks, the Cybermen, or even the Weeping Angels! 
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O The Ghost Monument 


‘See? Brains beat bullets.’ 


Desolation, Unknown System, final stage of the 
last Rally of the Twelve Galaxies 

After the Doctor's attempt to locate her TARDIS 
went wrong, she and the Fam were left drifting in 
the vacuum of space. Luckily for them, they were 
scooped up by two ships racing towards the planet 
Desolation, the last stop in the Rally of the Twelve 
Galaxies. These last two contenders, Angstrom 
and Epzo, were at each other's throats as soon as 
they landed (or crashed) on the planet. The Doctor 
promised that she’d get Yaz, Graham, and Ryan 
home, but it was only when the organiser of the 
Rally, Ilin, showed them a projection of the end 
point of the race, the phasing blue box known as 
the Ghost Monument, that the Doctor saw a way 
to achieve it. 


The final challenge of the Rally was to cross the 
deadly planet and reach the Ghost Monument. 
While Epzo was in it for the riches and the bragging 
rights, Angstrom needed the prize money to get 
her family back together, as they had scattered for 


their own protection when the Stenza cleansed their 
planet, Albar. Desolation was a test of survival, 
even with river transport provided: flesh-eating 
microbes in the water, murderous whispering 
Remnants in the night, and SniperBots set to 
neutralise any intruders. 


Delving deep into the creepy ruins and tunnels of 
the planet's settlements, they found a weapons 
laboratory where captured scientists were forced 
to develop all kinds of weapons, poisons, and 
creatures on behalf of the Stenza and scarred 
the whole planet with their experiments. Pursued 
by the SniperBots and choking Remnants that 
whispered people's worst fears into their heads, 
they sparked the flammable Acetylene Fields 
to escape. The Doctor persuaded Epzo and 
Angstrom to reach the end together and share 
the prize, but llin abandoned the Doctor, Yaz, 
Graham, and Ryan on Desolation. For a moment, 
the Doctor lost faith, but her Fam rallied around. 
With a familiar, distant VWORP, the Ghost 
Monument — the TARDIS — appeared on a ridge. 
For the first time, Graham, Yaz, and Ryan entered 
the TARDIS. 


© Running the Adventure 

Desolation is a test of endurance. With two 
squabbling racers and no way off a deadly planet, 
the player characters have to navigate their way 
through creepy ruins, flammable gas fields, and 
tunnels perfect for a dramatic chase. The enemies 
are intimidating as well: relentless SniperBots, 
whispering Remnants that tap into people’s deepest 
fears, and any number of other horrifying beings 
created by the scientists who worked here. 


You have different options for exploring the planet: 
the competitors have route trackers that show them 
the most direct route to the Ghost Monument, but 
they can also go off the path by using the tunnels 
to go under the mountains rather than over them. 
You could provide the characters with even more 
options, turning the journey into a puzzle to find the 
most efficient routes, scouting to learn the risks of 
one choice or another. 


This episode brings in all kinds of skill sets, 
such as Science and Survival for identifying and 
avoiding dangers in the environment, Technology 
and Crafts to repair vital machines, and Convince 
and Intuition to deal with Angstrom and Epzo's 
rivalry. The antagonistic threats and environmental 
obstacles provide great opportunities to try 
different approaches beyond physical conflict, like 
stealth, clever tinkering, and traps. Characters who 
are resilient in the face of mental pressure have a 
chance to shine when the Remnants would make 
weaker minds cower. 


It is entirely up to you how much you want to use 
the hardships of survival and a harsh landscape 
as part of this adventure’s challenge: it can be a 
cinematic problem, only coming up when it makes 
the story dramatic, or you could use environmental 
dangers such as falls, heat, thirst, and radiation to 
put the pressure on characters. If you do choose 


a 
SNIPERBOTS 


CONCEPT: 
Implacable Robot Guardians 


FOCUS: 
Search and destroy 


STORY POINTS: 6 


Awareness 5, Coordination 4, 
Ingenuity 1, Presence 2, 
Resolve 3, Strength 4 


SKILLS: 
Athletics 2, Conflict 4, Intuition 1, 


Survival 3, Technology 2, Transport 2 


DISTINCTIONS: 
Robot — Armoured body 
reduces Damage by 4 


WEAPONS: 
Sniper Rifle (4/L/L) 


TECH LEVEL: 6 


STORY POINTS: 3-5 
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to have environmental survival form a core part of 
this episode, think about how to provide characters 
with opportunities to use skills that mitigate these 
problems. For instance, if a character has high 
Technology or Craft Skills, give them an outpost 
with parts they can repurpose. If a character has a 
good Transport Skill, perhaps they find a rusted-out 
old vehicle that could be given a new lease on life, 
just long enough to get them to the next stage of 
the journey. 


There are unanswered questions that you could 
explore as well. For instance, what happens if the 
Remnants get hold of someone completely? Epzo 
was almost suffocated by them, but it's possible 
that the Remnants could have another purpose 
such as capturing people for interrogation or using 
their emotions to power some weapon they have 
discovered. What if the characters found a way to 
reprogram one of the SniperBots and bring it onto 
their side, or found a SniperBot who was secretly 
modified by one of the scientists and shoots the 
other SniperBots to protect them? Perhaps the 
scientist entrusted the SniperBot with information 
they had stolen from the Stenza Hive, and in return 
for helping them reach the Ghost Monument, the 
friendly SniperBot wishes to deliver this information 
to people fighting the Stenza occupation. 


With a few tweaks, the story could follow the 
same path but without the focus on the Rally. 
For example, the characters might encounter 
scavengers, or maybe even travel to Desolation in 
a timeline where a company has set up a frontier 
town to loot the ruins, where hardened criminals 
and hopeful seekers come to try their luck at 
discovering something extraordinary. 


© Continuity 

In The Tsuranga Conundrum, a hospital ship 
picks the Fam up just as they are scooped up by 
ships in this episode. With the TARDIS’s translation 
circuits unavailable, it's lucky that the MediPods on 
Angstrom and Epzo’s ships implanted a Universal 
Translator into Yaz, Graham, and Ryan. 


The Doctor demonstrates her use of Venusian 
aikido to paralyse Epzo without hurting him. 
She uses it again in Kerblam! and War of the 


Sontarans, and has previously used it in her Third 
and Twelfth regenerations. Here she explains that 
she is a Grandmaster Pacifist in the art. 


Epzo's ship is called the Cerebos and has songs 
written about her. What adventures did she see in 
the past before she crashed on Desolation? 


The Rally of the Twelve Galaxies takes place 
across 94 planets of the Twelve Galaxies. Svartos 
— in the Ninth Galaxy, where the Seventh Doctor, 
Ace, and Mel foiled Kane in Dragonfire — is part 
of the Twelve Galaxies. 


We first encountered the Stenza in The Woman 
Who Fell to Earth, where we learned that they 
are a warrior culture who hunt humans for sport. 
In this episode, we find out that they held the 
loved ones of scientists hostage to force them to 
make weapons for their conquests. The Stenza’s 
attacks on the Twelve Galaxies have left many 
families grieving or divided, and the ‘cleansing’ 
of Albar, Angstrom’s home world, has forced her 
family into hiding. 


Graham and Angstrom find a common bond 
in their grief over the Stenza killing their wives 
after Tzim-Sha caused Grace's death in The 
Woman Who Fell to Earth. While Angstrom is 
determined to bring what remains of her family 
back together, Graham is still filled with anger at 
Tzim-Sha, which almost leads him to kill Tzim-Sha 
in The Battle of Ranskoor Av Kolos. 


Ryan is overconfident about his ability to use one 
of the SniperBots’ guns, despite the Doctor's 
warnings about using guns, because he plays a 
lot of computer games with his best friend Tibo, 
which we see in Can You Hear Me? 


The Remnants tell the Doctor that some of her 
memories are hidden from her and mention the 
Timeless Child for the first time. To discover 
the same truth, the Master had to hack deep 
into the Matrix on Gallifrey, which he reveals in 
The Timeless Children. 


When the TARDIS reappears, the Doctor admits 
that she lost the key, and it lets her inside anyway. 
The TARDIS key has taken many forms over the 
Doctor's regenerations, from a complex lock that 
could be attached to the outside, to the simple 
Earth-style key used by the Ninth Doctor onwards. 


In The Day of the Doctor, the Moment said that 
the sound of the TARDIS materialising was enough 
to bring hope to those who were lost, and in The 
Ghost Monument, the TARDIS’s sound restores 
hope to the lost Doctor and her companions 
in a moment when she cannot see any hope of 
protecting them. 


© Further Adventures 

Race Against Time: The player characters 
decide to watch the Rally of the Twelve Galaxies 
from earlier in the timeline, when Angstrom is 
still a scrappy underdog with the drive to win 
the prize money for the sake of her family. The 
competitors start with nothing and barter their 
way up to getting a ship capable of taking them 
through the Rally. Angstrom had arranged to 
meet a salvager on a space station who was 
willing to trade Angstrom a ship in return for a 
hairpin with a rare jewel that is the last reminder 
she has of her wife. Angstrom’s closest rival, a 
fellow Albarian called Morstan, heard about the 
trade and bribed the local law enforcement to 
imprison Angstrom and pass on the valuable 
pin so he could use it to buy the ship off the 
scavenger instead. If Angstrom misses the trade, 
she'll be stuck on the space station and will lose 
the Rally. The characters have to team up with a 
disreputable ex-cop — fired from the station's 
law enforcement team when she threatened to 
reveal the corruption rife among her superiors 
and colleagues — to prove Angstrom’s innocence 
(or break her out of prison) and ensure she 
makes the rendezvous with the scrapper before 
Morstan does. 


The Merchant of Death: The Doctor, Epzo, 
Angstrom, and the Fam were not the last people 
to survive Desolation since the Stenza abandoned 
it: after Epzo unwisely talked about what he saw 
down on Desolation, a canny trader in high- 
end goods travelled down to the surface with 


an expedition and retrieved a cache of deadly 
weapons. He's planning to sell them at an exclusive 
auction ona luxury ship currently orbiting a planet 
outside any jurisdiction. Representatives of some 
of the most dangerous species in the Universe 
will be there in the hopes of obtaining a new 
edge in their plans. The player characters get a 
tip-off about the auction from a rich trader who's 
heard about it and wants to see it disrupted. First 
they have to infiltrate the luxury liner and mingle 
with the crew or guests to gather information on 
how they could disrupt the auction. On the first 
night, one of the guests is found dead in a locked 
room, an expression of horror on their face. In 
a recording they were in the middle of making 
when they were killed, all that can be heard is 
a whispering sound and then the victim's voice 
begging for forgiveness for their crimes. Some of 
the Remnants have made their way onto the liner 
and are using the vents to attack people in their 
rooms, filling their heads with whispers of their 
most secret crimes and shames. Even worse, they 
appear to be able to create more of themselves, 
infecting clothing, curtains and any fabrics that 
can tear free. 


O Rosa 
‘When today isn't working, tomorrow is what 
you have.’ 


Montgomery, Alabama, USA, 30th November 1955 
One night in Montgomery, Alabama 1943, a 
woman called Rosa Parks was forced by a bus driver 
to leave a seat reserved for white people due to 
segregation laws. Twelve years later, things hadn't 
changed much, as the Doctor and Fam discovered 
when the TARDIS unexpectedly brought them to 
1955. They were thrilled to discover that they had 
bumped into Rosa Parks herself, though strangely, 
she had traces of artron energy around her. 


They realised that the following day was when Rosa 
refused to give up her seat on the bus and sparked 
the Montgomery Bus Boycott. They tracked down 
the artron signals to the Bus Depot, where a trunk 
hidden by a perception filter held the equipment 
of a time traveller with a temporal displacement 
weapon. The owner of the trunk arrived, forcing the 
Doctor to flee. 


Ryan helped Rosa out with a civil rights meeting 
and spoke to Martin Luther King Jr., Fred Gray, 
and Rosa’s husband Raymond Parks. Meanwhile, 
the Doctor confronted Krasko, a mass murderer 
from the future who was recently released from 


the Stormcage prison facility. A neural restrictor 
stopped him from physically harming any living 
being, but that didn’t stop him from trying to set 
the Civil Rights Movement back by altering this key 
moment in history. 


They countered as many of Krasko’s plans as they 
could, and Ryan used Krasko's own temporal 
displacement device to send him into the distant 
past. Krasko’s intervention meant that the bus 
wasn't full enough, and so Graham, the Doctor, 
and Yaz had to stay onboard as Rosa was arrested 
and walked off the bus by police. Back in the 
TARDIS, the Doctor related the impact of Rosa's 
act of defiance and bravery, both the inspiration 
she brought to others and the struggles she went 
through, and showed them Asteroid 284996, also 
known as Rosa Parks. 


© Running the Adventure 

Rosa is a time thriller where history itself is at stake. 
Rather than a race to stop the destruction of a 
species or a world, the story of Rosa Parks ripples 
out through human history. It shows how a single 
moment changed humanity for the better, but also 
how Rosa was more than the one act of defiance 
she became known for: her work with the NAACP 
emboldened people to make a stand in response to 
centuries of injustice. 


Bear in mind that this episode deals with 
extremely sensitive content and you should take 
the lived experience of your players (and yourself) 
into account when running it. It is an excellent 
opportunity to learn about the Segregation 
Era and the Civil Rights Movement, so as a 
Gamemaster, you might want to include more 
about the figures behind the Montgomery Bus 
Boycott. For players who have been targeted 
by racism, talk to them about what they would 
like to get out of this episode and what they 
would like to avoid, and use safety tools to make 
sure everyone feels comfortable. If they would 
rather not play through this story, you can use 
a different episode or even ask them what they 
would like to see in the campaign and build an 
episode around that. 


Of course, it is also an episode where the 
antagonist is all too recognisable from the real 
world. Krasko is a true villain, motivated by 
prejudice and resentment but forced to use 
cunning due to his neural restrictor. He has spent 
years planning how to change history through 
the smallest nudges. He's pretty easy to fight 
once his temporal displacement device is out of 
juice (because he can’t hurt living things without 
causing an intense backlash inside his own brain), 
but also, fighting him won't stop him, because by 
the time the Fam encounters him, he has already 
set his plan in motion. 


Instead, they need to figure out and counter the 
changes he has made to history. In many ways, 
Krasko is more of a puzzle than an enemy — he 
certainly represents a threat when he has his 
weapon, but the real challenge is working out 
how to neutralise his actions. If he is still at large 
throughout the episode, he can be responsive to 
the player characters’ attempts to get history back 
on track, and if not, it's entirely reasonable to reveal 
a surprise contingency he’s put in place, as he had 
years in prison to plan his moves. 


To keep things simple from the Gamemaster 
perspective, outline the events of the day and what 
Krasko has put in place to alter those events. 


For instance: 

e Removing James Blake, the racist driver who 
Rosa has tangled with before, by not having him 
work that day. 


e Slashing the bus tires and smashing the 
windshield of the bus to put it out of service. 


@ Putting up notices on the bus stops to say the 
service has been suspended, meaning passengers 
won't have waited and the bus won't be full when 
Rosa gets on board. 


e Using his car to block the bus’s route before it 
reaches Rosa. 


This episode has a literal ticking clock, as the characters 
have to get everything working with scheduled 
precision. The characters have to piece Rosa's day 
together using bus timetables and by shadowing her. 
This is a great chance to get the different characters 
to use their skills and for the players to build a timeline 
of her day. You could either give them a physical 
timeline with some major points already written out, 
or give them cards with times and events that they 
can rearrange into the correct order. Make sure that in 
solving the puzzle of Rosa's day, the player characters 
don't lose track of the reasons why they're trying to 
protect it: Rosa believes in tomorrow, and together 
the characters are safeguarding a brighter future. 


© Continuity 

Yaz mentioned her family’s Muslim faith, which is 
an important part of her heritage in Demons of 
the Punjab. 


Ryan talks about his grandmother Grace (who died 
in The Woman Who Fell to Earth) in terms of her 
activism, saying she had a t-shirt that said ‘The 
Spirit of Rosa’, while Graham reminisces about how 
Grace educated him in the history of the Civil Rights 
Movement from the moment they met. 


The suitcase is protected by a perception filter 
to prevent anyone from noticing it, a device 
associated with Gallifreyan technology (notably 
TARDI|Ses) but also with that of other species, 
such as the wearable perception filters used by 
The Vampires of Venice. 
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Close on the heels of the revelation that Pythagoras 
had a penchant for sunglasses in The Ghost 
Monument, the Doctor admits that she gave a 
mobile phone to Elvis Presley, who loaned it to 
Frank Sinatra as a core plot point. 


The artron energy traces the Doctor detects around 
Rosa are from Krasko’s vortex manipulator. Often 
used by Time Agents and time-travelling criminals 
like River Song, vortex manipulators are unreliable 
compared to a TARDIS. The Doctor describes them 
as ‘cheap and nasty time travel’, echoing the Eleventh 
Doctor's words and Missy's distaste for them. 


Krasko recognises a TARDIS when he sees one and 
says he could sell it, but he doesn’t recognise the 
Doctor, even when she scans him with the sonic. 
Other TARDISes have been used by renegades such 
as the Monk and the Rani, so it’s entirely possible 
that Krasko might have heard enough about a 
TARDIS to be able to identify it without knowing 
it was the Doctor's, just as Vinder recognises a 
TARDIS by sight in Once, Upon Time despite never 
having seen one before. 
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The Doctor has encountered many time travellers 
who wish to manipulate history to further their 
agendas, but Krasko is one of the subtlest and most 
cunning, as he prides himself on nudging multiple 
tiny events to change history rather than attacking 
key figures directly. 


The temporal displacement weapon is reminiscent 
of the ‘assassinations’ of the Weeping Angels 
(Blink), who shunt someone to a different point 
in time and trap them there, effectively removing 
them from their true timestream. 


The Stormcage Containment Facility, where Krasko 
was imprisoned, was also the holding facility for 
River Song after her arrest for the Doctor's murder, 
but while Krasko was only released after having a 
neural restrictor fitted, River escaped on multiple 
occasions (The Pandorica Opens, A Good Man 
Goes to War, The Impossible Astronaut). 


© Further Adventures 

G. F. B.: When the characters take Krasko’s tech 
with them on the TARDIS, they realise that one of 
the items has made a connection with the TARDIS’s 
systems to boost its communications range, and 
they pick up the distress call of the time agent 


ROSA PARKS 


CONCEPT: 
Seamstress Civil Rights Leader 


FOCUS: 
Determination 


STORY POINTS: 6 


Awareness 3, Coordination 2, 
Ingenuity 3, Presence 4, 


Resolve 4, Strength 2 


SKILLS: 
Convince 4, Craft 3, 
Intuition 4, Knowledge 3 


DISTINCTIONS: None 


TECH LEVEL: 4-5 


who originally left the stash there: Galena Figaro 
Bryce. She discovered a conspiracy within the Time 
Agency but while she turned in the ringleader, 
a friend and fellow Agent called Esterhase, the 
corruption went deeper than she thought. She was 
forced to go on the run, and her former partner 
in the Agency, Philippe de Santis, left stashes 
concealed throughout history of whatever tech he 
could refurbish, always marked with her initials: G. 
F. B. A group of ex-Time Agents led by Esterhase 
are trying to track Galena down to get back some 
valuable information she stole. It's a race across 
time to see who reaches Galena first. 


The Stormcage Puppeteer: Krasko didn’t realise 
it at the time, but someone was influencing him 
during his period of incarceration in Stormcage. 
A mysterious figure called the Puppeteer has 
been slowly manipulating their fellow prisoners in 
Stormcage by playing on their desire to change 
history, and arranging for the contacts so they can 
get the information and technology they need to 


KRASKO 


CONCEPT: 
Time-altering Mass Murderer 


FOCUS: 
Killing 
STORY POINTS: 6 
Awareness 4, Coordination 3, 


Ingenuity 4, Presence 3, 
Resolve 3, Strength 4 


SKILLS: 
Athletics 2, Conflict 3, 


Knowledge 3, Science 2, Subterfuge 4, 
Technology 4, Transport 2 


DISTINCTIONS: None 


GADGETS: 
Vortex Manipulator, 
Temporal Displacement Gun 


TECH LEVEL: 8 


achieve their goals. Krasko may have failed, but 
others succeeded without the Doctor noticing, 
and have changed history to reflect the world the 
Puppeteer wants to build, one in which people are 
driven to fight one another and chaos reigns. The 
Puppeteer wants to watch the galaxy destroy itself 
so they can offer a hope for the future — the birth 
of an empire under the rule of someone with the 
vision to plan historical sabotage on this scale. After 
Krasko’s failure, the Puppeteer has worked out a 
way to timelock the periods where their agents are 
changing history. The player characters realise that 
history is changing rapidly and chaotically. Right 
before time goes off the rails, there is a period that 
can't be scanned by the TARDIS. The only way to 
avert disaster is to travel back in the Puppeteer's 
own life and save them from their own future by 
understanding what made them into the Stormcage 
Puppeteer in the first place. 


O Arachnids in the UK 


‘In the end, every living thing has the same instinct 


— to come back home.’ 
Sheffield, United Kingdom, 2018 


The TARDIS finally made it back to Sheffield. Yaz 
invited the Doctor and Ryan to her family’s flat 
while Graham went to his house. Yaz, Ryan, and 
the Doctor encountered Jade Maclntyre outside 
the flat of Yaz’s neighbour, Anna. Jade and Anna 
worked together in the Zoology Department of 
the university. Yaz’s mum Najia rang Yaz to ask for 
a lift, as she had just been fired from her job at a 
hotel by the hotel’s owner, American businessman 
Jack Robertson. 


In Anna’s flat, Ryan, the Doctor, and Jade found Anna 
dead in a cocoon of webs and an oversized house 
spider the size of a small dog in the flat. Elsewhere, 
Graham found the shed skin of a massive spider 
in the attic and Jack Robertson pointed out huge 
spider webs in the hotel rooms to Yaz and Najia. 


Jade showed the Doctor, Ryan, and Graham her 
and Anna's work at the university, where they'd 
been genetically engineering spiders to enhance 
certain traits and had noticed that the spiders 
had been showing unusual activity, which was 
centred on the hotel. Jack Robertson had his own 
close encounter when a huge spider dragged off 
his unfortunate bodyguard, Kevin. Team TARDIS 
reunited inside the hotel only to discover that the 
spiders had spun a web around the whole hotel, 
sealing it off. 


They learned that Robertson's business, JLR, had 
filled the disused coal mines beneath the hotel 
with corporate landfill, including the seemingly 
dead spiders from Jade's experiments. They used 
music through the hotel's sound system to lure the 
spiders into Robertson’s panic room, but the huge 
parent spider had grown too large and was dying. 
Jack Robertson killed the now helpless spider. 
Rather than let their adventures end there, the 
Fam met the Doctor by the TARDIS, ready to see 
the Universe. 


© Running the Adventure 

Arachnids in the UK is a classic Doctor Who 
plot, with a mysterious hotel, giant spiders, and an 
antagonistic businessman who makes things much 
worse. If this episode is part of a campaign, you 
could give the characters a bit of downtime before 
they run into Jade and launch into an adventure. 
If the player characters in your game aren't from 
Sheffield, this could just as easily take place 
anywhere in the world. 


Instead of Jade, you could use Frankie, Robertson's 
project manager, as the hook into this adventure. 
She is already getting cold feet, so she could contact 
one of the characters anonymously to investigate. 
Or perhaps she gives a tip-off to a journalist, who 
ends up trapped in the hotel with the Fam. There 
are also lots of other ways in that can be customised 
for different characters: conspiracy theorists or 
environmentalists could have noticed the spider 
activity, Anna could be a friend or relative of one 
of the characters, or someone like Yaz’s dad or the 
enthusiastic local neighbourhood watch could be 
investigating the rubbish overspill from the disused 
coal mines. 


While the core of this story is about how human 
greed disrupts ecosystems and turns innocent 
arachnids into dangerous predators, the first part 
of the episode has loads of potential for monster- 
movie-style sections: a flat hung with thick cobwebs, 
a hotel with spiders moving in the walls, and old 
coal mines with the cocooned bodies of Frankie 
and Kevin. You could keep up this horror movie 
feel with giant spider chases through the hotel 
corridors, characters getting strung up into webs 
(but surviving to be rescued), and spiders crawling 
out of vents, drains, and any gaps they can find. 


This might not be a great episode if you have 
arachnophobic players or are an arachnophobe 
yourself! While the spiders are ultimately 
sympathetic, you should check in with your players 
about whether this episode’s concept is likely to be 
an issue for them. You could substitute bees, wasps, 
ants, termites, or even make it an underwater or 
island hotel that has interfered to use marine life 
instead. The end of the episode is tragic, as the 
mother spider is unable to sustain her own existence. 


If you would rather give the story a happier ending, 
you could have the player characters (with Jade’s 
expertise on hand) rush to save the spider using 
items from the hotel, and then seal her and her 
baby spiders in the tunnels beneath the hotel so 
they can live safely. 


Jack Robertson is a great figure to represent a more 
destructive approach: he caused the problem, but 
he refuses to face up to it. His boorish manners and 
anger are a good way of making anyone siding 
with him aware that he is the kind of person who'd 
suggest violence as a solution. Giving the characters 
a chance to intervene and stop him from killing the 
spider allows for a happier ending or for the spider 
to die peacefully. 


Robertson also makes an excellent villain for a 
longer campaign set on Earth. When he shows up 
again in Revolution of the Daleks, his plans for 
presidency of the United States have fallen through 
in the wake of the toxic waste dumping scandal, 
but what if a manipulative alien or intergalactic 
faction helped him cover it up in return for using 
his influence to help them when he was in power? 
This episode could be the start of a villain’s rise to 
power, as he displays the traits that mean someday 
Team TARDIS will have to stop him. 


© Continuity 

The Doctor uses her psychic paper to justify the 
team’s presence as ‘crisis investigators’. She uses 
it again in The Witchfinders, though it backfires 
somewhat when the sexism of the person reading 
it means that it names Graham as the Witchfinder 
General rather than the Doctor. 


Ryan objects to Robertson offering them guns to 
shoot the spiders, showing he’s grown and learned 
since The Ghost Monument, when the Doctor 
showed her distaste for guns. Later, he is the voice 
of reason when Graham wants to kill Tzim-Sha. 


When Ryan gets back for the first time after 
his adventures in the TARDIS following Grace's 
funeral, Graham gives him a letter from his 
father Aaron, who missed Grace’s funeral in The 
Woman Who Fell to Earth. Aaron apologises 
for missing the funeral and wants to reconnect. 
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Ryan resents the fact that Aaron says he’s Ryan’s 
real family, as after initially rejecting Graham as 
a member of the family, over the course of the 
season Ryan comes to accept and love him as his 
grandfather. In Resolution, Aaron comes back into 
Ryan’s life, but it is a fraught reunion. 


Graham's return home is similarly emotional: he is 
confronted by his empty house for the first time 
since Grace died. He sees her around the house 
and tells her he misses her, but he continues to deal 
with his grief in It Takes You Away and Can You 
Hear Me?, until he finally sees Grace smiling at him 
as he and Ryan leave the TARDIS in Revolution of 
the Daleks. 


This is the first time we get to meet Yaz's family 
— her mother Najia, a hotel manager, her father 
Hakim, and her sister Sonya. Family is incredibly 
important to her, as we see in Demons of the 
Punjab. Sonya is initially immature in this episode, 
but we see her being much more supportive of Yaz 
in Can You Hear Me?. 


Najia asks Yaz whether Ryan is her boyfriend and 
whether the Doctor is her girlfriend. In Eve of the 
Daleks and Legend of the Sea Devils, Yaz admits 
that she has romantic feelings for the Doctor. 


Jack Robertson believed that he would become 
president of the United States because he was 
willing to kill the mother spider, even though 
she was dying anyway. In fact, as we learn when 
he reappears in Revolution of the Daleks, the 
scandal surrounding his dumping of toxic waste 
has damaged his political career. In his continuing 
pursuit of terrible ideas for the sake of profits, 
Robertson accidentally makes an invasion force of 
new Daleks and tries to sell humanity out to them. 


The Doctor has tangled with giant arachnids on 
multiple occasions: in Planet of the Spiders, the 
Third Doctor encountered giant psychic spiders 
with invasion plans on Metebelis IIl, which were also 
mutated common Earth spiders. 


© Further Adventures 

Living That Lizard Life: Jack Robertson's company, 
JLR, disposed of highly dangerous toxic waste in a 
set of caves and then built a large luxurious sports 
complex on top of them. A reclusive colony of 
Silurians tracked the bizarre mutations among their 
people and subterranean animals to these dumping 
grounds. Instead of trying to rid themselves of the 
waste, their scientists saw this as an opportunity to 
take vengeance on the surface-dwellers who were 
destroying their environment. They experimented 
with animals from across the world using the toxic 
waste, as well as brave Silurians who volunteered to 
become test subjects. They have now developed 
Silurians who can blend in with the environment, 
some who can roll and have spiky armoured plates, 
and some who can even turn people to stone with 
their gaze. The characters first hear reports of lizard- 
like scaly people stealing animals from zoos or 
capturing them in the wild. They find that one of the 
animals had a tracker implanted in it by ecologists to 
find it again for observation, and are able to boost the 
tracking power, leading them to the sports complex. 
They start to investigate, but they arrive just in time 
for the Silurians to put their plan into action, and 
they rise up out of the caves to try and take over the 
Earth. Mutated Silurian warriors and trained animals 
attack the patrons and staff of the sports complex. 


JACK ROBERTSON 


CONCEPT: Greedy Businessman 


FOCUS: Profit 
STORY POINTS: 5 
Awareness 2, Coordination 3, 
Ingenuity 4, Presence 4, 
Resolve 3, Strength 2 
SKILLS: Conflict 3, Convince 4, 
Intuition 2, Knowledge 2, Subterfuge 4, 
Technology 1, Transport 2 
DISTINCTIONS: None 
WEAPONS: Pistol (9mm) (2/5/7) 


TECH LEVEL: 5 


University Challengers: One of JLR’s building 
projects is a private university designed for high-tech 
science developments Robertson can repurpose 
into his own business projects. One student, Boyd 
Burgess, has his research stolen by his academic 
advisor and sold to JLR. He is distraught and shuts 
himself away from other people. Trying to make him 
feel better, one of his friends drags him along with 
a group of students to a party in the mining tunnels 
under the university. The party turns bad quickly, 
as the fumes from the waste dump further into 
the tunnels cause all the students to start seeing 
nightmarish visions around them. They all agree 
never to speak about it, but shortly afterwards, 
they all start to to display uncontrolled psychic 
powers like telekinesis, telepathy, pyrokinesis, astral 
travelling, reality warping, and perception control. 
Some are overwhelmed and struggling with these 
new powers, but Boyd sees an opportunity to 
have revenge on his advisor and make him pay for 
stealing his research. As the number of incidents 
accidentally caused by these students increases, 
Boyd begins to lash out psychically at the other 
students, believing that they will tell the police what 
happened to them all in the caves. 


BROODMOTHER 


CONCEPT: Giant Mutated Spider 


FOCUS: Protect the brood 
STORY POINTS: 6 


Awareness 4, Coordination 6, 
Ingenuity 2, Presence 2, 
Resolve 3, Strength 8 


SKILLS: Athletics 5, Conflict 4, 
Convince 2, Craft 4, Survival 4 


DISTINCTIONS: 
Giant Spider — bite or leg-stab 
(Strength +2 Damage), 
tough skin reduces any Damage taken by 2. 
Can produce webs to hang from 
or trap victims (Strength 4). 


WEAPONS: None 


TECH LEVEL: 1 
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© The Tsuranga Conundrum 
‘Imagine a solution and work to make it a reality. 
Whole worlds pivot on acts of imagination.’ 


Tsuranga Hospital Ship, the Constant Division, 
67th century 


The Doctor and Fam awoke on board a Tsuranga 
hospital ship after setting off a sonic mine on the 
massive scrap pile of Seffilun 27. The Doctor, Ryan, 
Yaz, and Graham quickly learned that there were 
only a few patients on board: General Eve Cicero, 
a neuro pilot; her Android Clone Drone consort 
Ronan; her engineer brother Durkas, with whom 
she had a difficult relationship; and a Gifftan called 
Yoss who was a day overdue on his pregnancy. 


Something crashed into the ship at high speed and 
Astos checked the escape pods, only to find that 
the port escape pod had been jettisoned. Astos 
became trapped inside the starboard escape pod 
as it jettisoned from the ship and exploded. The 
remaining crew and passengers encountered a 
small angry creature tearing up and consuming bits 


of the ship's internal systems. Mabli, Astos's second 
in command and now in charge of the ship, used 
Tsuranga’s databanks to identify it as a Pting, a 
toxic-skinned speedy creature that was impossible 
to harm. 


The ship's navigation was automated and required 
regular check-ins to the Tsuranga Hub on Resus 
One. The Doctor silenced the check-in alarm, only 
to learn that the ship would detonate if she did that 
three times. The Doctor redirected the ship through 
an asteroid field and Eve stepped up to pilot the 
ship using a rig hastily thrown together by Durkas, 
knowing that her medical condition would kill her. 
Yaz and Ronan guarded the antimatter drive with 
stazers while Ryan, Graham, and Mabli supervised 
the birth of Yoss’s son. 


The Doctor worked out that the Pting fed on 
energy, and used the remote-detonated bomb in 
the antimatter drive to lure the Pting into an area 
they could vent into space. The Pting ate the bomb 
just as it exploded, and floated away into space for 
a post-lunch nap. 


© Running the Adventure 

This episode is a self-contained story about a 
strange and frightening space alien lurking in the 
vents of a ship... but the space alien in question is 
also extremely cute and just wants a nice energy 
meal. With a brightly-lit hospital ship and medical 
drama going on in the background, this is a far cry 
from the usual science fiction survival horror story, 
but nevertheless, the Pting is a genuine threat that 
could easily tear the ship apart. 


This episode has two different time pressures: on 
one hand, the Pting will eat its way through the ship 
in its search for a delicious energy meal, making 
areas inaccessible and messing up the systems. On 
the other hand, the Tsuranga Hub on Resus One has 
to prioritise the safety of its larger hospital facilities 
and is quick to remote-detonate a medical ship if 
it does not follow procedure. Wrapped into that 
are two other smaller time limits: Eve has a limited 
amount of time to pilot the ship before her Pilot's 
Heart condition kills her, and Yoss’s baby is already 
overdue. You could keep track of the number of 
alerts from Resus One that have been refused using 
red beads, jelly babies, or boxes to be crossed off 
— especially useful if the player characters manage 
to come up with a clever way to reduce the alert 
level and give themselves more time. 


You might want to have 
the characters wake 
up on the hospital ship 
and remember what 
happened to them on 
Seffilun 27 as a flashback. 
In a TV show, the Doctor 
finding herself unable 
to deactivate the sonic 
mine is a fine reason 
to have the characters 
placed in an unfamiliar 
environment without 


them out of it. In a 
roleplaying game, 
players don’t want to 
lose their agency, so 
playing it as a flashback 
could be a great solution. 


Once they are on board, the player characters 
can improvise and try things out. They might 
save Astos before the escape pod is ejected into 
space, take over from Eve to use the neuro-pilot 
rig, or find a way to trick the alerts rather than 
refusing them and risking remote detonation. 
They could redirect the hospital ship to a planet 
or a station, but it’s worth bearing in mind that 
they are in disputed territory between different 
factions, which could bring its own ways of raising 
the stakes, and they risk unleashing the Pting 
anywhere they land. 


The Tsuranga Conundrum, like The Ghost 


Monument, has huge scope for exploring a 
futuristic society. There are loads of details that 
suggest a rich setting during this time period, such 
as the corporation running the medical ship, the 
existence of clone drones, and the historic neuro 
pilot heroes in the Army of the Aeons at the Battle 
of the Underkind. 


PTING 


CONCEPT: 
Ravenous Space Feeder 


FOCUS: Food 
STORY POINTS: 6 


Awareness 4, Coordination 3, 
Ingenuity 2, Presence 2, 
Resolve 4, Strength 5 


SKILLS: 
Conflict 1, Subterfuge 3, Survival 5 


DISTINCTIONS: 

Pting — Impervious to damage, weapons, 
explosions, etc. Only seems to be stunned 
by stazers or other stunning weapons. 
Can survive in vacuum, and secretes a 
poison through its skin ((2/4/6) for 
five Rounds. Resist with a 
Strength + Resolve roll). 


WEAPONS: None 


TECH LEVEL: Unknown 


You could use this episode as part of a longer series 
of storylines set in this period: perhaps the team end 
up on the medship following a lead from a previous 
adventure in the same time period (perhaps they 
had a saboteur on board, as well as the Pting and 
the threat of remote detonation) or maybe their 
interference is noted by the corporation and they 
are drawn into its far-future corporate politics as 
they try to get back to the TARDIS. 


Due to requirements of the plot, the TARDIS and 
the sonic screwdriver are not available for some 
or all of this episode: the TARDIS is left behind on 
Seffilun 27 and the Pting drains the energy from the 
sonic when the Doctor attempts to scan it. You may 
wish to give the Doctor's player additional Story 
Points to reflect these resources being taken away. 


© Continuity 

Integrated cybernetics are common in this era: 
people’s medtags have all their lifespan and medical 
data on them, and the ocular recorders in the staff's 
eyes can interface directly with the databases. 
These integrated systems are reminiscent of the 
brain chips used in the Fourth Great and Bountiful 
Human Empire in The Long Game, though 
hopefully more benign! 


The Doctor gives all the Fam comm dots to 
communicate over long distances. She uses 
them again in Praxeus and The Battle of Ranskoor 
Av Kolos. 


The Doctor references Hercule Poirot — the Tenth 
Doctor worked with Poirot's creator, Agatha Christie, 
to solve a mystery in The Unicorn and the Wasp. 


This isn’t the first time the Thirteenth Doctor 
and the Fam have been picked up by a passing 
spaceship during an emergency: at the start of 
The Ghost Monument, they were rescued from 
the vacuum of space by two ships and put in 
medical pods to recover. 


Far future hospitals and medical wings on New 
Earth and during the Great and Bountiful Human 
Empire have featured before, but Tsuranga’s ships 
are emergency medical transports responding 
to distress calls, somewhat like highly advanced 


ambulances that can stabilise people and provide 
immediate treatment before moving them to the 
Resus One hospital. 


Ronan is a clone drone, a type of android. Androids 
who are indistinguishable from humans have been 
used to imitate the First Doctor (The Chase), 
replace the dead colonists on Tara (The Androids 
of Tara) and infiltrate Earth (The Android Invasion). 
Ronan is one of the only human-looking robots who 
is openly an android. 


When the Doctor exclaims at meeting Eve Cicero, 
remembering her from the Book of Celebrants, 
Cicero recognises the Doctor as having her own 
volume in the Book of Celebrants. 


The Doctor's name has been a matter of amusement 
when she’s in medical situations, and to keep with 
the theme, she also uses a stethoscope, which 
the Tenth and Eleventh Doctors also used. This 
becomes awkward when she introduces herself as 
the Doctor in War of the Sontarans at Mrs Seacole’s 
English Hotel, as women of the time period were 
not allowed to use the title Doctor. 


Tsuranga's database on Threats of the Constant 
Division notes that the top two levels are Chalice 
and Beetroot — which begs the question of whether 
a word beginning with ‘A’ might indicate a secret 
top threat level! 


Ryan and Graham help Yoss through his pregnancy, 
and even though Yoss is uncertain about whether he 
can raise a child, Ryan encourages him to consider 
it. He speaks from experience in wishing that his 
own father had been a bigger part of his life, and 
talks about how his mother died from a sudden 
heart attack. Ryan, then aged thirteen, found her, 
and his dad withdrew from his life because he didn't 
feel equipped to look after his son and deal with his 
own grief. 


© Further Adventures 

Threats of the Constant Division: Tsuranga’s 
Threat Assessment Department puts out an 
advertisement for freelance retrieval specialists to 
investigate the disappearance of two of their top 
researchers. They maintain a staff of heroic space 


adventurer types who go out to get information 
on the threats for their database, but this team, 
dashing adventurer Captain Saira ‘Lucky’ Mullen, 
and brilliant but cautious bio-scientist Doctor Talia 
Jackson, has not returned from a ruined high-tech 
city on the planet Alabastron that was abandoned 
after a report of mysterious creatures attacking the 
citizens. Tsuranga sends one of its own heavily- 
armed security teams with the player characters, 
much to the Doctor's dismay. When they reach 
the planet's surface and start to track down Mullen 
and Jackson, they realise that the security team 
isn't what it seems. They aren't here to save the 
adventurers — they're here to make sure they don’t 
come back alive. Mullen and Jackson learned that 
the corporation has been remote-detonating ships, 
claiming they were attacked in the disputed border 
zone of the Constant Division to try and spark a war. 
They want to expand their operations further into 
contested space by creating a conflict and taking 
advantage of it. 


Ace of Hearts: Before she dies, Eve confides that 
one of her greatest regrets as a neuro pilot is that 
her best friend, another neuro pilot ace called Dash 
Varro, was caught in a time phenomenon and she 
never saw him again. The last time they spoke, they 
had a fight. For all she knows, he’s still there, but 
she wants to send him a message telling him that 
she respected him beyond any other pilot she ever 
knew. The characters travel back to the epicentre of 
the climactic pitched Battle of the Underkind and 
meet young Eve Cicero. With her help, they find out 
what happened to Dash Varro: one of the weapons 
the Underkind used created a rift in time that 
dragged in Dash’s ship as he boldly saved the rest of 
his squadron, but it also pulled in an Underkind ship 
piloted by Dash’s nemesis. The two ships have been 
locked in an eternal time-looped battle where they 
both die, only to play it out all over again, perfectly 
matched so every time they learn more of the other 
pilot's tactics. Either of them winning just resets the 
loop, so the player characters have to find a way 
to communicate with both pilots, gain their trust, 
and persuade them to call a ceasefire, using their 
engines together to break out of the time loop. By 
the end of it, the nemeses are fire-forged friends 
on different sides of a terrible conflict, but they are 
both alive. 
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© Demons of the Punjab 


‘Tread softly. You're treading on your own history.’ 


Northern Punjab, India and Pakistan, 17th 
August 1947 


As Yaz and her family celebrated her grandmother 
Umbreen’s birthday, Yaz learned that Umbreen 
was the first woman to be married in Pakistan. 
Yaz and the Doctor used Umbreen's broken watch 
with the TARDIS’s telepathic circuits and landed 
in Northern Punjab on 17th August 1947: the day 
when the borders between India and Pakistan were 
imposed by the British. The Doctor intercepted 
a painful psychic impression of tall, frightening 
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aliens. They encountered a young man, Prem, and 
a Sadhu called Bhakti who was on his way to bless 
the wedding between Prem and Umbreen. Yaz was 
confused: Prem was not her grandfather. 


The aliens appeared and were taken for demons 
by the local people. The Doctor tracked them to 
Bhakti’s body and noticed purple dust dissolving 
off him. She tracked Kordian waves to a transmat 
doorway that teleported her, Ryan, and Prem into 
a Hive of Thijarians, the deadliest assassins in the 
known Universe. Prem had seen them in Singapore 
standing over his older brother's body on the 
battlefield. They ran from the angry Thijarians with 
the capsule of purple dust, retrieving miniaturised 


THIJARIAN 


CONCEPT: 
Telepathic Witness 


FOCUS: 
Honour the Dead 


STORY POINTS: 6 


Awareness 4, Coordination 3, 
Ingenuity 3, Presence 2, 
Resolve 3, Strength 4 


SKILLS: 
Athletics 2, Conflict 3, Knowledge 3, 
Medicine 2, Technology 3, Transport 2 


DISTINCTIONS: 
Telepathic 


WEAPONS: 
None 


TECH LEVEL: 6-7 


transmats from the trees to lock down the barn 
while the wedding happened. The Thijarians still 
managed to transmat to the Hive with the Doctor 
and the capsule. 


They explained that they were no longer assassins 
but had become witnesses to those who die alone, 
and were here to witness Prem’s death. The Fam 
helped Prem and Umbreen get ready for their 
wedding as civil war drew closer, and Umbreen 
chose to marry Prem with their hands across the 
border line. Prem handed his watch to Umbreen, 
but it fell to the ground and broke. 


Prem's younger brother Manish welcomed the 
division of India into territories for Muslims and 
Hindus, and was angry that his Hindu brother was 
marrying into a Muslim family. Manish had killed 
Bhakti because he was willing to marry a Hindu 
and a Muslim, and he had invited armed men to 
the farm. Prem sent Umbreen across the border to 
safety and died trying to persuade his brother to 
relent, his memory joining countless others in the 
Thijarian Hive. 


© Running the Adventure 

This is an intensely personal episode for Yaz, as it's 
about her family’s history and the painful events of 
the Partition of India. If Yaz isn’t a character in your 
campaign, the player characters could encounter 
Umbreen through another member of her family, 
or find the broken watch and use the telepathic 
circuit to try and track down who it belongs to. It 
is a family drama first and foremost, about trauma, 
grief, and making a new life that respects the 
pain of the past while embracing the future. The 
Thijarians, who seem frightening at first, embody 
this as well, turning their species’ tragedy into a 
way of helping others. 


As with Rosa or any episode dealing with 
historical prejudice that still harms people today, 
this episode has a high chance of straying into 
sensitive subject matter for players or for you as 
a Gamemaster. Learning about Partition and the 
involvement of the British in India, as well as the 
religious schisms involved, are an important part 
of running this episode. Talk with your players 
about anything they would like to skim over (for 
instance, while the episode shows the lead-up to 
Prem's execution, it doesn’t show his death, and 
Yaz is able to turn away knowing that the Thijarians 
will witness it so she doesn’t have to). However, 
religious prejudice, colonialism, and religiously- 
motivated violence are likely to cause discomfort 
for people who have been personally affected by 
these experiences, so discuss with your players 
whether they would rather play through a different 
episode instead. 


Similar themes of loss and witnessing the pain of 
the past are explored in the episode Father's Day, 
where Rose intervenes in her father's death and a 
Reaper runs amok in the world, attracted by the 
paradox she has caused. If the player characters 
decide to change history by saving Prem or causing 
a significant change to events, you could use a 
Reaper to pursue them until they find some way 
to set things right. This doesn’t necessarily have 
to mean letting Prem die, but it might mean that 
Umbreen and Prem must separate and live their own 
lives so Umbreen can move to Sheffield and have a 
life and family there. A tragic ending, perhaps, but 
at least Umbreen knows that he will survive. 


Giving the player characters space to spend time 
with the characters in this story is a key part of 
giving it emotional weight: Umbreen isn’t just Yaz's 
grandmother, she is also an adventurous, rebellious 
young woman in her own right, who dreams about 
visiting far-off places and fights for her relationship 
with Prem. Prem lost his older brother to war and 
now fears he’s losing his younger brother Manish 
too. He wants Manish to be part of his life more 
than anything, but Manish has been taken in by 
propaganda and religious prejudice, placing it over 
his own family. You could give the characters more 
of a chance to talk to Bhakti, as well, to understand 
why his willingness to marry a Hindu and a Muslim is 
considered such a transgressive thing in the culture 
of Northern Punjab. Umbreen’s mother, Hasna, 
is not only worried about Umbreen and Prem’s 
marriage bringing down misfortune on the family, 
but also about her daughter being at risk as their 
country is divided around them. The moments of 
family coming together are just as important as 
these conflicts, and root this story of time travel, 
murder, aliens, and religious conflict in individual 
people's lives. 


© Continuity 

The Doctor's wariness of Yaz interfering in her family 
history has precedent, as Rose brought down a 
Reaper on innocent humans by intervening in her 
father's death in Father's Day. 


Yaz talks about being raised Muslim and called 
abusive names for Pakistani in Rosa, when she and 
Ryan are discussing the racism they've encountered 
in their daily lives. 


Yaz's family featured in Arachnids in the UK, where 
we met Najia, Hakim, and Sonya. Their close-knit 
family is deeply important to Yaz, though she and 
Sonya still get on each other's nerves. 


The Doctor has used the TARDIS's telepathic circuits 
before, to connect to Clara’s mind in Listen and 
Dark Water, and uses them again in The Battle 
of Ranskoor Av Kolos to channel the Ux's powers 
through the TARDIS. 


The Doctor is still finding the societal constructs 
around her new gender interesting and exciting in 
this episode — whereas they have been a source of 
frustration before — including the mehndi tattoos 
applied by Umbreen’s family during the wedding 
preparations. 


The idea of witnessing life or death without changing 
things is reminiscent of the Testimony Foundations 
archive of Glass Avatars from Twice Upon a Time. 
The Testimony Foundation removes people from their 
timestream, makes an impression of their personal 
history and identity, and then returns them to the same 
moment they left. The Thijarians carry the dust of their 
planet with them and apply it to those whose deaths 
they witness, adding their peaceful holographic 
death masks to their Hive as part of honouring them. 


The Doctor's sonic overloaded when she used it 
to scan the dust of the Thijarian people and their 
planet. The Doctor says that the sonic has never 
scanned something with so many inputs that it has 
overloaded before, though it did also overload when 
the Tenth Doctor used it to boost an X-ray machine 
in Smith and Jones. The Doctor's sonic also became 
inoperable for a while in The Tsuranga Conundrum, 
but thankfully this model reboots itself. 


The watch Prem gifts to Umbreen, ‘their moment 
in time’, is reminiscent of the leaf (from The Rings 
of Akhaten) that brought Clara’s mother and father 
together and held not only their lives but also 
the lives they never got to live. The importance 
of objects as receptacles of memory and love, 
sometimes bound together with grief, is a thread 
through this episode, and through many other 
objects in the Doctor's life. People might pass on, 
but what she carries of them remains with her. 


As of The Tsuranga Conundrum, the Thirteenth 
Doctor operates a points system for companions 
and friends who do well. She gets annoyed when 
the Fugitive Doctor also starts assigning points 
in Fugitive of the Judoon, especially since the 
Fugitive Doctor does it in a more sarcastic way. 


© Further Adventures 
Our Moment in Time: The TARDIS starts to take 
off on its own and the player characters aren't sure 


what's going on. The Doctor figures out that the 
telepathic circuits have held the impression of Prem’s 
broken watch and are heading towards it, though 
she doesn’t know why. The TARDIS emerges in the 
middle of a pitched space battle, where a pilot is 
seconds away from depressurising in her damaged 
space fighter. The TARDIS extends its bubble around 
her and she manages to eject from the cockpit of 
her fighter, falling into the TARDIS as the doors slam 
closed on her fighter exploding. This is Ayesha, 
Sonya’s grand-daughter, who inherited the watch 
from her father. She’s the best fighting ace of her 
squadron, but in the middle of the battle, someone 
or something attacked her ship, cutting right through 
the hull with these huge claws. She doesn’t know 
why it's chasing her, but it came out of nowhere. 
The Doctor realises there was artron energy around 
Ayesha's ship before it exploded: whatever caused 
the damage travelled through the Time Vortex. They 
take Ayesha back to 2018, where she is as excited to 
meet Yaz and Sonya as Yaz was to meet Umbreen. 
The only problem is, the entity that attacked her ship 
followed the TARDIS and it’s still on her trail. 


Witnesses of the End: The councillors of the Bellsign 
Concord, a diplomatic body created to keep the 
peace between thirteen warring systems, are meeting 
on the planet of Agrona to settle a dispute between 
two systems. The scheming advisor to the duke of one 
of the systems has concocted a plan to assassinate 
the president of the rival system. He has lured the 
Thijarians into a trap and brainwashed them into 
being the perfect assassins once again. The Thijarians 
believe they are travelling to witness the death of 
an influential politician who died under mysterious 
circumstances, but when they get there, they find 
that they themselves are the murderers. They appeal 
to the player characters for help in understanding 
what happened as the Bellsign Concord threatens to 
collapse and allow war to break out once more. The 
characters piece together the truth and track down 
the advisor, but he is holding the dust of the Thijarian 
people captive and tries to use it as leverage to make 
them attack their allies. Ultimately, the Thijarians know 
that the preservation of life is more important than the 
dust of the dead, and refuse to help him, meaning 
that the player characters can chase down the advisor 
as he makes a run for it and rescue the remains of the 
Thijarian homeworld. 
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© Kerblam! 

‘The systems aren’t the problem. How people use 
and exploit the system: that’s the problem. People 
like you.’ 


Kandoka’'s Moon, +135 in Kandoka years 

As the TARDIS sped through the Time Vortex, a 
Kerblam! Man automaton teleported onboard and 
delivered a package. Yaz found a message saying 
‘Help me’ on the back of the packing slip, and the 
team travelled to the giant Kerblam! warehouse on the 
moon of the planet Kandoka to investigate. Posing as 
Kerblam! workers, they infiltrated the warehouse and 
met Judy Maddox, Head of People; a warehouse worker 
called Daniel; a maintenance worker called Charlie; 
Kira Arlo, who worked in Fulfilment; and Warehouse 
Executive Jarva Slade. They learned from Daniel and 
Kira that warehouse workers were disappearing. Daniel 
disappeared shortly afterwards, and Yaz had to run from 
the automatons known as TeamMates who provided 
security and package teleportation for the warehouse. 


The Fam and Charlie sneaked into Slade’s office 
and found details of the seven disappeared people, 
but the TeamMates initiated a total system backout. 
Using the original 200-year-old TeamMate, 
nicknamed ‘Twirly’ by the Doctor, they learned that 
the system itself sent the plea for help. Slade was 
recording the disappearances to report them. 


The TeamMates abducted Kira. Yaz, Ryan, and 
Charlie rode the dizzying maze of automated parcel 
conveyor belts down to Foundation, only to get there 
too late as Kira popped a bubble in the explosive 
bubble wrap she was given by the TeamMates. Deep 
in Foundation, they found the true horror under 
Kerblam!: the liquidised remains of the disappeared 
workers and a vast army of silent TeamMates standing 
rank and file with parcels ready for delivery. 


The power drains were being used to build up 
reserves of power for one massive teleport to send 
out all the deliveries at once. Charlie had filled 


KERBLAM! MAN / TEAMMATE 


CONCEPT: 
Robotic Delivery Helper 


FOCUS: 
Service 


STORY POINTS: 
3 


Awareness 3, Coordination 3, 
Ingenuity 3, Presence 4, 
Resolve 3, Strength 4 


SKILLS: 
Convince 3, Knowledge 5, 
Technology 3, Transport 2 


DISTINCTIONS: 
Robot — Armoured body reduces Damage 
by 2. Able to teleport to deliver its goods. 


WEAPONS: 
None 


TECH LEVEL: 
6 


the parcels with deadly bubble wrap, testing the 
formula on the other workers. The Doctor used 
Twirly to reprogram the TeamMates so they blew 
up the hangar with them and Charlie in it. 


© Running the Adventure 

Kerblam! is about good intentions going wrong. 
A corporation that built care for its workers into its 
first system (represented by Twirly) also monitors 
people via the Grouploops on their ankles, uses 
intimidating TeamMates to restrict its workers’ 
social interactions, and barely registers the 
deaths of seven employees. It is also a story of 
people’s kindness and compassion making a huge 
difference, whether it's Jarva Slade risking his 
livelihood by investigating the disappearances, 
Judy giving Kira the only gift she ever received in 
her life, Daniel sacrificing himself to protect Yaz, 
or the system sending out desperate pleas to 
try and stop Charlie from doing the unthinkable. 
Running this episode means grappling with these 


different concepts: the oppressive environment of 
Kerblam! makes the connections to Kira, Daniel, 
Judy, and Slade even more important. Charlie is 
clearly someone who has taken things too far, but 
the corporation is still not in the right, even if its 
system wants to protect people. 


Like Kandoka, the Kerblam! warehouse is caught 
between an automated future and the need to 
provide a living for the humans who are put out of 
work by increased mechanical efficiency. Charlie 
thinks he is fighting for people by damaging the 
system, but he loses sight of what he is truly trying 
to accomplish in his anger at corporate greed, 
and treats other warehouse workers as tools to 
achieve what he wants, just as the corporation 
does. Judy and Slade are both well-meaning, 
even if Slade is not a very nice person, but they 
are also complicit in dehumanising the workers 
and putting a cheerful front on the mistreatment 
of people who are forced to take low-paying jobs 
away from their families just to survive. Kerblam! 
is a story about the humanity at the heart of a 
corporate system, with workers like Daniel and 
Kira who become victims of the system. 


Lots of big ideas to deal with, but it’s anchored by 
a compelling hook for a mystery: the enigmatic 
plea for help that comes in the Doctor's parcel. 
The player characters are sent to different 
departments, which gives you an easy way 
to introduce Kira, Daniel, Judy, Slade, and 
Charlie, as well as opportunities to explore the 
corporate culture, constant surveillance, and 
wider social tensions on Kandoka. The high level 
of automation is both a strength and a weakness 
of Kerblam!: with only a 10% ‘people-powered’ 
workforce, someone like Charlie who is able to 
access the system has an extra advantage, which 
could be used by the player characters too. Twirly 
is a major part of trying to access the system, as it 
is not monitored or controlled by the TeamMates 
that work for the corporation, or by Charlie. 
Having Judy give the characters a tour of the 
display area in the lobby where Twirly and the 
warehouse blueprints are stored is a great way 
of hinting at some potential tools the characters 
have at their disposal. 


The system could use other methods to try and 
alert the characters to the truth as well: maybe it 
selects one of the characters as perfect for the new 
campaign as the ‘Face of Kerblam!’, replacing Daniel 


on the posters, or keeps highlighting maintenance 
alerts in Foundation, even as Charlie tries to shut 
them off before anyone sees. 


Bear in mind that the player characters may well want 
to take the story even further, exposing the poor 
conditions of workers with Slade and Judy's help. At the 
end of the episode, Judy wants to make the warehouse 
a more compassionate place to work, but how much 
difference they can make remains to be seen. You could 
even run a sequel episode where the characters travel 
to Kandoka to bring down the corporate overlords 
of Kerblam! itself, perhaps even finding evidence of 
a plan to turn human workers into semi-automated 
TeamMates Mark Il in the name of efficiency. 


© Continuity 

The Doctor gets a fez through the post: ‘must have 
been a while ago’ that she ordered it (when she 
was the Eleventh Doctor). The Eleventh Doctor 
protested that ‘fezzes are cool’ and a fez was his 
signature headgear (The Big Bang). The Thirteenth 
Doctor puts it on and asks if it’s ‘still me’. 


The power drain is a key clue that something is wrong, 
but is written off by the workers at the warehouse. In 
The Long Game, Satellite Five's heating malfunctions 
divert power to the cooled area at the top of the 
station to keep the Jagrafess happy. The Ninth 
Doctor and Cathica used this to their advantage, 
rapidly heating the Jagrafess, and in this episode, 
the Doctor has the TeamMates deliver the packages 
to themselves and pop the bubble wrap, destroying 
them. In Bad Wolf, the power outages caused by 
solar flares provide a window of opportunity for the 
Controller to communicate with the Ninth Doctor 
without the Daleks overhearing. 


When Ryan and Graham find the TeamMates 
creepy, the Doctor says some of her best friends 
were robots: she has had a number of robot or 
partially robotic friends over the years, including 
Kamelion, K-9, Handles, and Bill Potts, who was 
converted into a Cyberman. 


The Doctor talks about meeting Roger Wilco in 
one of the British intelligence agencies. During 
Spyfall, the Doctor and her companions are 
called to a meeting with C and the Master exploits 
her regular contact with the British intelligence 
agencies by posing as an agent called O. Roger 
Wilco is generally thought to be a phrase used to 
acknowledge orders over military communications, 
but it seems that the Doctor met the real thing! 


The Doctor asks whether she ever told them about 
‘me and Agatha Christie’ when they're talking 
about wasps, and she is thinking back to the 
Tenth Doctor's adventure with Agatha Christie in 
The Unicorn and the Wasp. She previously 
referenced Poirot in The Tsuranga Conundrum. 


Ryan ruefully recalls his own time working in a 
fulfilment warehouse. It gives him expertise here, 
but his dyspraxia meant he needed more time to 


master the work. His colleagues covered for him 
while he did so, which has clearly left an impression. 
In the Kerblam! warehouse, his dyspraxia gives him 
extra challenges as he navigates the parcel conveyors. 


The Doctor uses her Venusian paralysing 
technique showcased in The Ghost Monument. 
Krasko in Rosa is a villain similar to Charlie in 
his humanity, though Krasko’s motivations were 
racist where Charlie's were ultimately about 
trying to combat inequalities in an uncaring and 
exploitative system. Nevertheless, if Charlie's 
plan had worked, he would have been a mass 
murderer on the scale of Krasko. 


The TeamMates are reminiscent of the frightening Smiler 
automatons on the Starship UK in The Beast Below. 
They also had fixed grins on their faces, seemingly to 
convey cheery and approachable demeanours, but 
their faces rotated to show angry snarls when they 
encountered people who broke the rules. 


© Further Adventures 

Hey Presto!: Charlie's desperate acts might not have 
been planned in isolation: a well-intentioned network 
of campaigners and activists are being manipulated by 
a rival to Kerblam!, the hyper-modern Presto company. 
They are attempting to break Kerblam!'s stranglehold 
by causing industrial accidents and motivating workers 
with valid concerns into extreme action at multiple sites 
across Kandoka. An investigative journalist hears of the 
good work the player characters did at the Kerblam! 
warehouse and asks for their help in tracking down 
the person behind Presto's interference with Kerblam! 
workers. They have to start by investigating the 
network of decent people who genuinely want to make 
a difference to workers’ rights and convincing them 
that something is very wrong. When a member of the 
network that they have previously spoken to disappears 
for two days and then returns acting differently, they 
learn that she has a reprogrammable chip in her head 
that modifies her behaviour. She has been brainwashed 
by Kerblam! into becoming an obedient worker and 
spying on the other members of the movement. At 
the same time, another young idealistic member of the 
movement has been persuaded by Presto to sabotage 
the ship of a major stakeholder in Kerblam! who is 
arriving very shortly from another system for a major 
press conference about the future of Kerblam!. 


The Ace of Spades: On Kandoka, a number of 
prominent people across the planet have been 
assassinated without any obvious cause. The 
only clue: an unopened package from Kerblam! 
containing a single card with an ace of spades on 
it. However, Kerblam!’s system has no record of 
any purchases being made from these addresses. 
The victims all have Kerblam! accounts, but none 
have been used within the last year. A ruthless 
killer-for-hire has teamed up with a roboticist to 
hijack a number of disused TeamMates and turn 
them into teleporting assassins, able to instantly 
appear in someone's home, kill them with a gas 
that dissipates within minutes and leaves no trace 
in the bloodstream, and then teleport away. A high- 
ranking corporate executive within the company has 
turned over year-old data from the Kerblam! servers 
to this killer in exchange for the assassination of 
one of his rivals, but was subsequently quietly fired 
for undisclosed reasons. A police officer has been 
looking into the assassinations after she failed to 
stop one. The only link left to the assassin, the only 
person who's ever met them, is the ex-executive of 
Kerblam!. The characters have to protect a selfish, 
annoying corporate executive who believes the 
world revolves around him, while also tracking 
down and trapping the assassin so they can’t hurt 
anyone else. 


CHARLIE DUFFY 


CONCEPT: Janitor Turned Murderer 


FOCUS: Destroy the System 


STORY POINTS: 5 


Awareness 3, Coordination 3, 
Ingenuity 4, Presence 2, 
Resolve 3, Strength 3 


SKILLS: 

Craft 2, Science 3, Subterfuge 2, 
Technology 4, Transport 2 
DISTINCTIONS: None 
WEAPONS: None 


TECH LEVEL: 6 


O The Witchfinders 


‘Together we shall save the souls of my people 
from Satan — even if it means killing them all.’ 


Bilehurst Cragg, Lancashire, England, 1612 CE 


When Team TARDIS entered the village of 
Bilehurst Cragg near Pendle Hill, they walked 
into a celebration that quickly took a dark turn, as 
the villagers watched the local landowner, Becka 
Savage, preside over the witch trial of Old Mother 
Twiston in the shadow of Pendle Hill. A mysterious 
masked figure revealed himself to be King James 
|, who had heard of Becka’'s witch trials. In Becka’s 
room, the Doctor and Ryan found that Becka had 
an empty medicine bottle and an axe by her bed. 


Yaz saved Willa Twiston from a muddy tentacle 
that emerged from her grandmother's grave. As 
James and the Doctor and Fam investigated, Willa’s 


grandmother and the other executed witches rose 
from their graves, re-animated by the mud. Yaz, 
Graham, and Ryan followed the corpses as they 
retrieved the axe from beside Becka’s bed and 
carried it away. 


Becka had the Doctor tried as a witch, but when 
Becka touched the ducking stool, the wood sparked 
and mud started leaking from the corner of her eye: 
the queen of the living-mud Morax species was 
slowly taking her over. Becka confessed that when 
she cut down a tree on Pendle Hill, a tendril of mud 
lashed at her leg and infected her. Believing it to 
be the mark of Satan, she tried to save herself by 
hunting witches, including her own grandmother, 
Old Mother Twiston. The Morax took King James 
to Pendle Hill to use him as a vessel for the Morax 
king. The Morax were imprisoned a long time ago 
for their war crimes, the tree a highly advanced 
ancient biomechanical security system designed 


to keep them locked away. The Doctor reactivated 
the prison and trapped the Morax army inside once 
more, and King James erased the name Bilehurst 
from the records. 


© Running the Adventure 

A folk horror tale of paranoia, fanaticism, and 
obsession, The Witchfinders is concentrated on 
an isolated village where the local landowner's right 
to try and execute innocent locals is unquestioned. 
Until, that is, James |, the witch-hunting king of 
England, arrives on the scene. Bilehurst Cragg is a 
powder keg and the characters have a limited time 
to stop it from going off again. The same fear and 
fanaticism that drives the story forward risks the 
village erupting into violence. The more neighbour 
turns on neighbour, the more the player characters 
have to split their efforts between defending the 
innocent and investigating the mystery. 


Bilehurst Cragg and its surroundings are a vital part 
of this episode's power, with a highly atmospheric 
setting amongst spooky ancient forests and misty 
moors. Providing a rough map or a series of index 
cards showing the different key locations could 
help the players keep track of where James and 
Becka are at any one time, and unravel the mystery 
by retracing Becka’s steps. The player characters 
could explore other locations to add to the tension: 
caves that lead to the workings under the prison- 
tree, or the hill itself, where pre-Christian people 
left carvings or warnings about the horrors trapped 
beneath. What happens if one of them is infected? 
Investigating what might stop the infection could 
lead the characters to realise the power of the tree 
to imprison the Morax once more. 


They could also recruit local sympathisers such 
as Willa Twiston or other allies in the town who 
are worried about what is happening. With these 
local eyes and ears, the characters could keep 
track of Becka and James, so it's worth giving 
the characters time to talk with the local people 
and learn who might be a useful ally. Perhaps a 
servant of King James could provide information 
on James and Becka, or someone who practises 
the folk religion Willa and her grandmother follow 
might have visions about the earth rising up. In 
any community, there are those who will stand up 


for what is right, but with 36 people dead, the 
risks are high. They have to be careful of who is 
observing their activities, as even the Doctor is 
not safe from being tried as a witch. The player 
characters have to judge who can be relied upon 
when things get tough, as even Willa is pressured 
into turning on the Doctor when she fears for her 
own life. 


This story is a great opportunity to bring in research 
about the historic witch trials. While Bilehurst Cragg 
did not exist, we have many examples of witch trials 
near Pendle Hill in East Anglia, across Europe, and in 
Massachusetts. Mistress Savage has a copy of James 
I's own book on witch-hunting, Daemonologie, on 
her desk, which could provide details on the more 
traditional witch trials, especially if the characters 
manage to spin things out so the cases go to trial 
rather than the ducking stool. 


For a different kind of story, it would make a fantastic 
siege narrative, where the villagers are haunted at 
night by the dead that walk, or perhaps the Morax 
kidnap someone meaningful to Becka or James to 
lure them into the dark woods where they can be 
dragged down into the earth. 


Another option might be to introduce another 
false witchfinder: it was impossible to keep track 
of all the would-be witch hunters in England, so 
someone who is trying to take advantage of Becka’s 
fear to line his own pockets might have to step up 
his game when James | secretly comes to town. 
He needs to figure out where to point the finger 
of blame so he can validate his authority, but at the 
same time, Becka believes she is trying to root out 
the evil in her lands and James is impulsive and 
easily swayed. 


© Continuity 

The Doctor has had more than one run-in with 
Elizabeth |, the queen before James |, who had 
his mother Mary, Queen of Scots executed. The 
Tenth Doctor asked a young Elizabeth | to marry 
him as part of uncovering a Zygon plot to replace 
her with an imitator, and an older Queen Elizabeth 
imprisoned the Tenth and Eleventh Doctors and 
the War Doctor in the Tower of London (The Day 
of the Doctor). 
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In The Shakespeare Code, the Tenth Doctor 
encountered the Carrionites, crow-like aliens who 
may well have inspired the stories of witchcraft that 
led to witch hunts like the one in Bilehurst Cragg. 
The Carrionites’ use of word-based science to 
create seemingly magical effects could have sown 
fear in paranoid people and led them to assume 
the worst of all witchcraft, even the harmless folk 
religion of Willa and her grandmother. Like the 
Morax, the Carrionites were also imprisoned a 
long time ago for their terrible crimes, though the 
Carrionites were initially banished to the Deep 
Darkness and then imprisoned by the Tenth Doctor 
in a crystal ball. 


Bodies reanimated by alien substances are a 
common theme: in The Waters of Mars, the 
bodies of humans are used as hosts by the Flood, 
the Empty Children are reanimated by a virus, 
the Vashta Nerada use the spacesuits of recently- 
dead astronauts to communicate in Silence in 
the Library, and the Gelth in The Unquiet Dead 


possess the corpses in a mortuary after their own 
forms are destroyed. Mud seeps from the corner 
of Becka’s eye as a sign of the increasing Morax 
infection, and in Village of the Angels, stone dust 
falls from Claire's eyes when she is a host for the 
Weeping Angel. 


The Doctor continues to contend with unexpected 
sexism in her new female regeneration: when her 
regenerated body was perceived as male, she was 
usually allowed to just get on with the job. Even 
though the psychic paper caused Becka to perceive 
the Doctor as the Witchfinder General, King James 
I's sexism meant that he read the paper as giving 
Graham the role instead. 


King James accuses the Doctor of hiding behind the 
name Doctor. In The Woman Who Fell to Earth, 
the Doctor struggled to remember her name, and 


the name Doctor has been a contentious point for 
her throughout her existence: the War Doctor was 
a rejection of the role of healer, the Doctor’s name 


was a core element of the mystery of the Eleventh 
Doctor, and the Twelfth Doctor grew disillusioned 
with his role, seeing his lives as a treadmill where 
the Universe always needed saving again and 
again, and he was the only one who could do it. 
In Revolution of the Daleks, she claims the name 
proudly as the one who stops the Daleks. 


Arthur C. Clarke's Third Law (‘Any sufficiently 
advanced technology is indistinguishable from 
magic’), which the Doctor uses to explain the TARDIS 
to King James, has been cited in Battlefield, The 
Pirate Planet and The Girl Who Died. 


© Further Adventures 

Checkmate: During the Second Ice Age at the start 
of the 51st century on Earth, a research base in the 
barren ice wastes previously known as Lancashire 
is entirely cut off from any settlements by a terrible 
blizzard with an eerie green glow. The blizzard 
interferes with navigational systems so the player 
characters can't take the TARDIS closer to the 
base and have to leave it behind. The characters 
are able to hitch a ride with a group of rescuers 
sent to investigate. Upon reaching the base, no 
one is around, but there are signs of violence and 
trails of mud everywhere. In the lab, they find a 
huge chunk of tree: the last remains of the Morax’s 
prison. The previous research team found strange 
readings leaking out from the damaged prison 
under the ice and unearthed the ancient tree, 
quickly realising that it was not of this world. They 
brought it back to the research base and a huge 
storm with green lightning whipped up, knocking 
the power out. One by one, the researchers were 
infected by the Morax and became horrifying mud 
entities that walked out into the frozen wastes 
seeking their queen and king, where they can be 
seen standing in the green-lit darkness, watching. 
The king and queen are still trapped within a 
large chunk of wood taken by the last survivor of 
the original team, who planned to sell it to a big 
corporation for experimentation and is currently 
hiding in the caves beneath the base. As the Morax 
twist themselves into ever more horrible forms to 
get inside the base and start to infect the rescue 
party, the characters must lure the Morax into the 
caves beneath the base and trap them inside with 
the remains of the wooden prison. 


Nightmares by Witchlight: A fracking process in 
21st century Lancashire causes instability in the 
area around Pendle Hill and the ground opens up 
with huge rents, endangering the locals, damaging 
the environment and releasing a gas that glows 
green by night and gives everyone nearby terrible 
nightmares. The corporation who did the fracking 
doesn’t care, though, as their goal was to use 
plundered alien technology to extract the Morax’s 
power and use it to control their own security 
robots. The remains of the Morax have dispersed 
across the local area through the gas and the locals 
are slowly being trapped in nightmares of mud 
monsters, spooky woods, and witch trials, while the 
corporation prepares to scrub all evidence of its 
activities from the facility guarded by its very own 
Morax security robots. The player characters have 
been contacted by a researcher who is concerned 
about the strange environmental effects and they 
quickly become trapped in the nightmare village 
of the Morax. 


MORAX MONARCH 


CONCEPT: 
Viral Sentient Mud 


FOCUS: 
Spread 


STORY POINTS: 5 


Awareness 3, Coordination 2, 
Ingenuity 2, Presence 3, 
Resolve 4, Strength 4 


SKILLS: 
Athletics 2, Conflict 3, Convince 3, 
Craft 2, Subterfuge 3 


DISTINCTIONS: 

Morax — A sentient mud creature immune 
to damage other than from a special alien 
wood. Able to infect both the living and the 
dead to control those around them. 


WEAPONS: 
None 


TECH LEVEL: 3 


© It Takes You Away 


‘When is a mirror not a mirror?’ 


Norway, 2018 

The TARDIS brought the Fam to an isolated and 
boarded-up cottage beside a fjord. They found 
a young blind girl called Hanne hiding inside 
from something that had taken her father, Erik, 
four days ago. The Fam had to admit that the 
house was spooky: large animal traps in the shed, 
roaring sounds from the woods, and a humming 
mirror that rippled and became a portal to 
another dimension. 


Leaving Ryan to look after Hanne, they moved 
through the door to a misty place between 
dimensions called an Antizone, a protective 
membrane the Universe created to keep a threat 
away. A being called ‘Ribbons of the Seven 
Stomachs’ led them to a way out, but was attacked 
by the flesh moths that inhabited the Antizone. The 
Doctor, Yaz, and Graham ended up in an identical 
version of Erik and Hanne’s house. There they 
learned that Erik created the story of the monster 
in the hills to stop Hanna from leaving so he could 
spend time with his dead wife, Trine. Outside in 
the garden, they found someone who looked just 
like Grace and had all of her memories. 


The Doctor recalled a story about a being called 
the Solitract that disrupted the most basic ideas 
of the Universe and was banished to a separate 
plane. The Solitract was lonely and was doing 
everything it could to keep people in its plane. 
Back in the cottage, Hanne went through the mirror 
with Ryan following her, but when she emerged into 
the Solitract plane, she realised immediately that 
the being posing as Trine wasn’t her mother. The 
Solitract sent them back through the portal when 
they realised the truth. Its realm was crumbling from 
the existence of inherently incompatible beings, so 
the Doctor offered herself as a companion. 


The Solitract took the form of a frog with Grace’s 
voice, but the realm was still unstable so the Solitract 
let her go. They all escaped the disintegrating 
Antizone and through the portal into Erik and 
Hanne’s house. 


© Running the Adventure 

It Takes You Away is a dreamlike portal fantasy set 
in the wintry Nordic wilderness. From the moment 
the characters enter the house, there is a strange 
sense that they never truly leave, venturing deeper 
into the mystery at the heart of Erik and Hanne's 
damaged relationship. The horror story of the thing 
from the woods is quickly replaced with the wild 


Antizone, where the characters are little more than 
prey for the inhabitants. The Solitract’s realm is a 
relief at first. Like the beautiful and dangerous realm 
of a fairy tale, it has the creeping uneasiness of a 
trap closing. The slow realisation that the copies 
of Trine and Grace are actually something entirely 
other, something ancient, just adds to the horror of 
the episode. 


Erik, Hanne, and the Solitract have their own 
emotional journeys throughout the episode, which 
provide fantastic ways of engaging the characters, 
especially as the group may be divided across 
worlds. Erik has to let go of Trine and choose 
to spend his life with their daughter. Hanne is 
stubborn and independent, but that manifests as 
pushing others away when they are trying to help. 
Even though the Solitract is ultimately reasonable 
when the Doctor shows it love and compassion, it 
has a completely inhuman sense of morality and 
sees nothing wrong with luring a father away from 
his young daughter. It is motivated by the deep 
loneliness of knowing that any companionship will 
ultimately destroy it and its companion. 


The episode is divided across three segments, 
each in a different realm. The initial section in Erik 
and Hanne’s house is a perfect opportunity to 
give the characters time to explore and build up 
the tension. The creepy spaces of the house are 
great for exploration — the shed with its flickering, 
buzzing electric light, animal traps, and the remains 
of hunted birds; the dusty house with narrow beams 
of light through the boards; and the room upstairs 
with the ominous mirror. The humming mirror could 
easily draw a character in, separating the characters 
from one another and bringing one or more of 
them into the Antizone and the Solitract Plane long 
before the Doctor has realised what's going on. The 
disappearance of one of the characters inside a 
locked house just adds to the tension. 


The characters can investigate the monster in the 
woods, in which case you can lay the groundwork 
for the mirror portal through a message or a diary 
that lays out Erik's experience of the humming 
mirror that troubles his mind and draws him in with 
Trine’s voice. The Solitract deliberately does not 
have stats, as it cannot be defeated. You can use 


the players’ roleplay to judge the success of their 
interactions with it, or, if it seems appropriate to 
make a roll, use a static Difficulty instead of rolling 
for the Solitract. 


With a different set of characters, think about 
who the Solitract would use to try and trap them. 
Who couldn't they leave behind? The characters’ 
background connections and NPCs they have 
encountered in the course of a campaign can 
provide rich inspiration. The illusion is never 
perfect, though, and no matter how convincing the 
Solitract’s copy is, its desire to keep the characters 
in its world always wins out. 


For a more science fiction horror take on this 
episode, you could set it on a space station where 
the Antizone has taken over most of the station 
and brought with it all manner of horrific creatures. 
The surviving crew are trapped in the Solitract’s 
plane by long-lost loved ones, lured through the 
warped corridors where the space station meets 
the Antizone to the station’s biodome garden. Erik 
could even be the captain, abandoning not only 
his daughter but also his crew as he welcomes the 
Solitract onto the station. 


© Continuity 

Graham confides that he and Grace talked about 
coming to Norway, but they never got round to 
it. He's motivated to journey in the TARDIS by the 
desire to see wondrous sights and to escape his grief 
at losing Grace, and when he sees her again (or the 
Solitract pretending to be her), he tells her about his 
adventures, even meeting Rosa Parks in Rosa. 


Graham says he always carries a cheese and pickle 
sandwich with him whenever they leave the TARDIS. 
Previously, in Rosa, he complained that they never 
stopped for food during their adventures! 


Ryan asks how Hanne is sure her dad didn’t just 
pack up and leave her, recalling his own trauma at 
being abandoned by his father at a young age (The 
Tsuranga Conundrum). He's annoyed that people 
are keeping up the pretence that her dad didn’t just 
leave, as he knows that she would prefer honesty, 
but he also comes to appreciate that she needs 
kindness as well. 
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Yaz's instinct is always to make people safe. She 
claims it’s her training, but she understands that 
she needs to reinforce whatever makes people 
feel safe, especially when dealing with children. 
She was inspired to train as a police officer when 
an officer helped her during a low time as a 
teenager, which we see in Can You Hear Me?. 
Now she takes helping people and making them 
feel safe very seriously. 


The Doctor has offered up her boundless lifetimes as 
a sacrifice before: notably, to the planet Akhaten in 
The Rings of Akhaten, as the Doctor's experiences 
provide an irresistible feast that few can stomach. 
With the revelations about the Timeless Child in 
The Timeless Children, the Doctor's history is even 
more complicated than she knows. 


Graham and Ryan's relationship has been fraught 
throughout the series. Initially, in The Woman Who 
Fell to Earth, Ryan rejected the idea that Graham 
was his grandad, but by the end of this episode, 
Ryan finally calls Graham grandad for the first time. 


The Doctor and Yaz visit the eerie forest realm of 
the Kasaavin in Spyfall through the light beings 
of the Kasaavin, and later through the sculpture 
known as the Silver Lady. The Kasaavin are beings 
from another universe whereas the Solitract is the 
antithesis to this Universe. 


© Further Adventures 

It Comes From Beneath: When the Solitract's 
plane was sealed off, the Antizone did not dissipate 
but instead bled into reality and burrowed deep 
into the Earth. It became a shifting, interconnected 
cave system filled with horrors. Creatures tore 
their way out and swarmed the world, consuming 
all they found and plunging the Earth into a 
post-apocalyptic nightmare. A hundred years 
later, humanity is divided across small factions 
and communities, struggling to stay alive in the 
face of the endless hordes of the Antizone that 
emerge every night. The TARDIS sets off an alert 
that something has gone terribly wrong with the 
timeline. In a desperate fight for survival, the 
characters have to help a group of exiled humans 


who have nothing to lose retrace the steps of the 
greatest scholar of the Antizone, Spiegel, who is 
believed to have died in the Antizone during a 
research mission. Spiegel is alive, transformed by 
the Antizone so he is better adapted to surviving 
within it, and he helps them reach the heart of 
the Antizone deep in the caverns so they can 
seal it off forever. As they reach the heart of the 
Antizone, the strange mutations caused by its 
energy take him over and he becomes the voice 
of the Antizone, sending hordes of flesh moths 
and other terrifying Antizone beings against them 
as they desperately try to activate a device he 
developed to seal off the Antizone forever. 


The Shattered Universe: Following the Doctor's 
encounter with the Solitract, a renegade time- 
traveller called the Despoiler, whose morality 
shattered during the Time War, breaks through 
to the Solitract Plane and unleashes it onto the 
Universe, sending fragments of it spinning across 
time and space. People and places across the 
Universe have shards of the Solitract embedded 


RIBBONS OF THE 
SEVEN STOMACHS 


CONCEPT: 
Treacherous Antizone Dweller 


FOCUS: 
Acquisition 


STORY POINTS: 6 


Awareness 3, Coordination 2, 
Ingenuity 4, Presence 3, 
Resolve 2, Strength 3 


SKILLS: 
Convince 2, Craft 4, Intuition 2, 
Knowledge 2, Subterfuge 4, 
Survival 4, Technology 2 


DISTINCTIONS: None 
WEAPONS: None 


TECH LEVEL: 
Unknown 


within them, causing people to become walking 
avatars of entropy and places to turn into black 
holes of anti-reality. While some believe that the 
Solitract is invading this reality, the Doctor hears 
it crying out in pain from a place infected with one 
of the fragments and realises that the Solitract is 
trying to pull itself back together so it doesn’t 
harm the Universe. However, something based 
in its home plane is preventing it from doing so. 
The Despoiler has built an observation dome in 
the Solitract Plane to watch the destruction it so 
craves, awaiting its own end when the Universe 
has torn itself apart. The characters have to travel 
through the labyrinth of Solitract fragments that 
are slowly circling the entrance to the Plane 
and reach the machine the Despoiler is using 
to separate the Solitract before the Universe is 
damaged beyond repair. 


FLESH MOTHS 


CONCEPT: 
Carnivorous Antizone Insects 


FOCUS: 
Feed 


STORY POINTS: 4 


Awareness 3, Coordination 4, 
Ingenuity 2, Presence 1, 
Resolve 2, Strength 3 


SKILLS: 
Athletics 3, Conflict 3, 
Intuition 2, Survival 3 


DISTINCTIONS: 

Swarm — This character is a swarm of 
smaller creatures that take 2 less Damage 
from any sources except for fire, gas or 
other area-based kinds of damage that 
might harm a swarm. They can fly and cause 
2/4/6 Damage when they swarm a target. 


WEAPONS: 
None 


TECH LEVEL: 1 


© The Battle of Ranskoor Av Kolos 
‘None of us know for sure what's out there. That’s 
why we keep looking. Keep your faith. Travel 
hopefully. The Universe’ll surprise you constantly.’ 


Ranskoor Av Kolos, 5425 


The Doctor detected nine distress calls from the 
same area of a planet called Ranskoor Av Kolos with 
violent psychotropic waves across its atmosphere. 
As they materialised inside one of the distressed 
spacecraft, they encountered the captain of the 
ship, Greston Paltraki. He'd lost a lot of his memory, 
but when Tzim-Sha appeared on a screen in his 
ship, Paltraki recalled that his crew was sent by the 
Congress of the Nine Planets to Ranskoor Av Kolos 
in response to the atrocities committed by the 
Stenza. His crew was captured, but Paltraki escaped 
with a clouded crystalline container containing a 
vibrating, incredibly dense (and yet very light) black 
sphere, with a sophisticated stasis lock embedded 


in the containers bio-structure that was even 
beyond the Doctor's understanding. In the middle 
of a graveyard of crashed ships, they found the way 
to transmat themselves into a floating metal tower 
called the Edifice. 


Ryan and Graham avoided the patrolling 
SniperBots and rescued Tzim-Sha’s trophies from 
the stasis chambers. The Doctor learned that the 
Ux, a reality-shaping dual species made up of two 
members called Andinio and Delph, had found the 
injured Tzim-Sha on the planet thousands of years 
ago when he was teleported there by the recall 
circuit. Believing him to be a divine figure called the 
Creator in their faith, they made him a weapon, the 
Edifice, to miniaturise entire planets for his trophy 
room, one of which Paltraki had stolen. 


The Doctor persuaded the Ux to help, revealing 
how Tzim-Sha deceived and manipulated them. 
Graham faced off against Tzim-Sha, determined 


to kill him in revenge for his part in Grace's death, 
but at the last moment, he relented from killing the 
Stenza warrior and helped Ryan trap him in one of 
his own stasis chambers. 


As the weapon powered up and the captive 
planets started regaining their mass, threatening to 
break out of their containment vessels, the Doctor 
extended the dematerialisation field from the 
TARDIS and read the coordinates in the Ux's minds 
with the telepathic circuit to restore the planets. 


© Running the Adventure 

Despite the science fiction elements, this episode 
has a great deal in common with a good old- 
fashioned dungeon crawl. The adventure starts 
with the distress calls and exploring Paltraki’s ship, 
but the real hook is that Tzim-Sha, the wily Stenza 
hunter from The Woman Who Fell to Earth, 
threatens Paltraki’s crew to get the item they have 
taken from him. 


Even if the characters have not met Tzim-Sha before, 
he still makes a great villain for this episode. The Fam 
have come full circle across the series, and the cruelty 
of the Stenza has manifested through the confessions 
of the scientists on Desolation and Angstrom’s grief 
at losing her wife and family. Their system of treating 
humans like prey led to Rahul losing his sister and 
then his own life. Tzim-Sha is part of a culture that 
sees themselves as above all others in the Universe, 
and he doesn’t even honour the Stenza tradition of 
self-sufficiency in the hunt, as we saw with his use 
of the Gathering Coil in The Woman Who Fell to 
Earth. He is a truly despicable antagonist whose 
trophies on his face provide a very visible reminder 
that he sees others as inferior to him. 


Alongside Tzim-Sha, you have the SniperBots 
patrolling, the Ux who are immensely powerful 
but can be persuaded to see reason, and the 
environmental threat of the planet's psychotropic 
atmosphere. At the start of the adventure, the 
mind-affecting conditions are held at bay with the 
neural balancers the Doctor provides, but if they 
are removed or malfunction, the planet's conditions 
provide scope for strange nightmarish visions and 
irrational actions. 


Before they even enter the Edifice, the player 
characters may wish to explore Ranskoor Av Kolos 
more. Paltraki has mapping devices showing the 
crew's original mission objectives, and it is entirely 
possible for the characters to search the other ships, 
learning more about the people on board and 
maybe even finding survivors. Meanwhile, Paltraki’s 
memory comes back in flashes. Perhaps a traumatic 
memory causes him to run off so he can return to the 
cairn marking the grave of another soldier he knew, 
or he remembers watching on a screen as another 
ship’s crew was attacked and dragged off, leaving 
a cache of supplies behind that they could find 
and repurpose. The player characters can explore 
the tragic tales of the crews of the other ships that 
were shot down by the Ux, giving them a stronger 
connection to the people they're rescuing. Along 
the way, they can piece together information from 
the ships’ data banks on Tzim-Sha, the SniperBots, 
the Ux, and the horrifying capabilities of the Edifice 
(though the revelation about miniaturising planets 
can be kept for the final act). 


Alternatively, the characters could arrive right in the 
middle of the battle as the ships are mounting one 
last, desperate assault on the Edifice. 


The fleets commander asks the characters to 
shut down the Edifice from the inside before 
it can destroy them all. This becomes less of a 
dungeon crawl and more of a race against time as 
the characters infiltrate the Edifice and must push 
through the SniperBots to persuade the Ux to turn 
against Tzim-Sha and shut down the weapon. 


© Continuity 

Tzim-Sha, or Tim Shaw, was supposedly sent back to 
his home planet in The Woman Who Fell to Earth, 
but he ended up on Ranskoor Av Kolos instead. 


À 


Ş 


Ryan calls the Doctor out for using explosives, 
and when she says she’s fine with using them 
on anything that can be rebuilt, he says that she 
told him off for using them on the SniperBots. 
She admits that her rules change all the time, 
and that she needed to lay down some ground 
rules for him because he was newly travelling with 
her. In The Power of the Doctor, she not only 
condones Ace’s use of Nitro-999 but also gives 
Yaz a gun, as the rules change when the Master is 
making trouble. 


The Doctor hands out comm dots, as she did 
previously in The Tsuranga Conundrum. She uses 
them again in Praxeus, when she needs to stay in 
contact with Yaz, Ryan, and Graham across Earth. 


Like Ranskoor Av Kolos, Karn also has a graveyard 
of ships that were shot down as they tried to access 
the planet (The Night of the Doctor). 


In The Woman Who Fell to Earth, the Doctor 
turned Tzim-Sha’s weapons against him, implanting 
DNA bombs in him through the Gathering Coil 
he'd used to implant them in others, and even 
then she tried to persuade him to give up. Despite 
her efforts, it only made him more determined to 
defeat her, even targeting Earth with the Edifice to 
make it personal to her. 


When the Doctor summons her TARDIS, she calls it 
her Ghost Monument, in a reference back to the name 
given to it on Desolation in The Ghost Monument. 


We saw the TARDIS’s telepathic circuits used to 
take the TARDIS back to Yaz’s Nani’s history using 
the watch gifted to her on her wedding day in 
Demons of the Punjab. Here, the Doctor instead 
uses them to connect the TARDIS’s systems to the 
reality-shaping power of the Ux. 


While using the Ux’'s powers through the TARDIS 
to restore rapidly-expanding miniaturised planets is 
more than a little risky, the Doctor is confident that 
it can manage it, remembering that she once towed 
Earth halfway across the Universe with this TARDIS 
(the Tenth Doctor in Journey's End) and turned 
a Slitheen back into an egg (the Ninth Doctor in 
Boom Town). 


Graham is normally a compassionate and forgiving 
person, but when he realises Tzim-Sha is on the 
planet, he becomes determined to kill him because 
he caused Grace's death in The Woman Who Fell 
to Earth. The Doctor tells him he can’t travel in the 
TARDIS if he kills Tzim-Sha and he accepts that as 
a consequence, but Ryan quoting Grace in telling 
him to ‘be the better man’ eventually gets through 
to Graham. He makes the choice not to kill Tzim-Sha 
because he doesn’t want to let Ryan, or Grace, down. 


Ryan called Graham granddad for the first time 
recently in It Takes You Away, and not only repeats 
that, but also tells him he loves him and responds to 
his offer of a fist bump. 


© Further Adventures 

Two's Company: The Ux join Paltraki’s crew to 
explore the stars at the end of the episode, and 
the player characters receive a communication 
from Delph explaining that Andinio has reached 
the end of her life and wishes for the characters 
and Paltraki’s crew to be present when her life 
force passes on to the next Ux who will take her 
place. Unfortunately, the sacred site where the Ux 
use this transfer of energy to create anew member 
of their dual species is currently being built upon 
by an intergalactic corporation that is tapping 
into the immense energy the Ux have access to, 
weakening Delph so he cannot challenge them 
directly. An environmentalist group is willing to 
help the characters get into the corporation's 
mining facility and sabotage the operations there, 
but only as they get deeper into the tunnels do 
they realise that the Ux's energy has turned the 
workers in the tunnels into horrifying mutations 
and the entire place is like an Escher drawing of 
impossible architecture. Andinio and Delph have 
to create an unprecedented amount of power by 
both letting their life force pass on at the same 
time, which brings the planet back into alignment 
with the Ux’s energy, but means that two entirely 
new Ux with no memory of what happened 
before, and potentially limitless power to reshape 
the Universe, are born. 


The Graveyard of Ships: When Ranskoor Av 
Kolos was no longer needed by Tzim-Sha, crews 
of scavengers descended on the planet to loot the 


remains of the Congress of the Nine Planets’ last 
best hope. One crew managed to get inside the 
Edifice, now half-buried in the planet's surface, 
and found Tzim-Sha still trapped in stasis in one 
of his own trophy chambers. Stories of the Stenza 
Hive had circulated during the Stenza conquest 
and the crew's neurohacker worked out how to 
access Tzim-Sha’s connection to the history of 
Stenza technology, including the weapons and 
creatures developed on Desolation. They learned 
that Tzim-Sha had ordered the Ux to recreate 
‘a great weapon’ and locked it away under the 
surface of Ranskoor Av Kolos. In their excitement, 
they used Tzim-Sha’s memories to unlock the 
door, only to find that they unleashed an invisible 
predatory creature that was developed to hunt 
down and destroy any life on the planet it was 
released on. In a panic, they found and reactivated 
one of the distress beacons in a crashed ship, and 
the player characters are called back to Ranskoor 
Av Kolos once more. 


GRESTON PALTRAKI 


CONCEPT: 
Veteran Space Captain 


FOCUS: 
The Mission 


STORY POINTS: 6 


Awareness 3, Coordination 3, 
Ingenuity 2, Presence 4, 
Resolve 3, Strength 3 


SKILLS: 
Athletics 2, Convince 3, 


Intuition 2, Knowledge 1, 
Survival 3, Technology 1, 
Transport 4 


DISTINCTIONS: 
None 


WEAPONS: 
Laser Rifle (4/L/L) 


TECH LEVEL: 7 
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© Resolution 
‘I always think I’m rid of them. Never am.’ 


Yorkshire, 9th century and 21st century 


In 9th century Britain, three factions united to defeat 
a terrible opponent, and entrusted Custodians from 
each group to take charge of a third of their enemy's 
body so it could never reform itself. They buried the 
pieces at Anuta Island in the South Pacific, Siberia 
in Russia, and Yorkshire in England. Hundreds of 
years later in the sewers under Sheffield Town Hall, 
the body of a Custodian was unearthed by two 
archaeologists, Mitch and Lin. Under the UV lights 
of the dig, the remains of the great enemy called 
out to the other pieces of itself, which teleported 


from the burial sites, to the horror of the current 
Custodians. The TARDIS interrupted the Fam’s tour 
of New Year's Eve celebrations to bring them to the 
dig site. 


The squid-like alien took control of Lin and stole 
a Dalek disintegration ray from a secure weapons 
storage facility. The Doctor analysed the squid 
goo and identified it as a Dalek mutant separated 
from its casing. Using the TARDIS to get a fix on 
the Dalek DNA and Lin's phone, they worked out 
that she was a host for a highly advanced type of 
Dalek called a Reconnaissance Scout, sent to Earth 
in preparation for an invasion. They found Lin alive 
without the alien, but the Dalek emerged in a newly- 
built body. The Dalek headed to GCHQ, the largest 


communications hub in the country, and diverted all 
power and communications in the UK to transmit to 
the Dalek invasion fleet. 


Ryan and his dad Aaron burned through the 
Dalek’s casing by repurposing a microwave oven 
of Aaron's. In the scuffle, the Dalek took control of 
Aaron and demanded that the Doctor take them all 
to the Dalek Fleet. The Doctor opened the TARDIS 
doors to a sun going supernova that dragged the 
Dalek, and Aaron, towards space. Ryan talked to his 
dad, getting through to him at the last minute, and 
Aaron grabbed Ryan's hand as the Dalek hurtled off 
into an exploding sun. 


© Running the Adventure 

The most dramatic aspect of Resolution is the 
reappearance of one of the Doctor's most iconic 
enemies for the first time since her regeneration. 
The Dalek is appropriately fearsome, but it is not 
apparent what the great enemy of the Custodians 
is at first, as the Dalek is divided into pieces and 
then only seen out of its casing until it builds itself a 
new one. Newer players who aren't as familiar with 
Daleks have the chance to learn about the history 
of Skaro and the Dalek species as the characters 
do, and even those who do recognise a Dalek in 
its casing might be surprised to learn what is really 
piloting it! 


The Reconnaissance Dalek is dangerous, taking 
on military troops and vehicles with ease once 
it has built its casing, and downloading secured 
information on Earth's defences and infrastructure 
in a matter of minutes. The humans it puppets along 
the way are terrified, helpless, and filled with horror 
at what the Dalek is making them do, and while the 
aim of the episode is to stop the Reconnaissance 
Dalek from transmitting its message to the Dalek 
fleet, the players may well be personally invested in 
saving those the Dalek is puppeting. 


What marks this Dalek episode out from the many 
high-stakes battles the Doctor has had with her 
ancient foe is the mythology of the ancient society 
of the Custodians. The episode starts with the story 
of the three original Custodians dividing up the 
enemy and scattering its pieces across the world, 
but you could integrate the story more closely into 


the episode, through Mitch telling them the tale. 
Maybe one of the characters has a friend who is 
into conspiracy theories and loves to tell them 
the story, which you could describe in flashback 
or during a scene between episodes. If this is part 
of a campaign and you plan ahead to include this 
episode, you could always have the story show up 
in a previous adventure. Perhaps it's a story Trine 
used to tell Hanne in It Takes You Away, or the 
Doctor uses it in The Ghost Monument to inspire 
Team TARDIS to believe in the power of humans 
working together. If the players get interested in 
the story and research it, maybe they find original 
accounts or art that gives hints as to what the Dalek 
is likely to do, and how they could stop it. 


You could restructure the story and instead of 
having the Dalek reunited at the beginning, some 
human has the Sheffield piece extracted and then 
hunts across the world for the remaining pieces, 
trying to unite them in the hope of resurrecting the 
Dalek or making money off it. They could even be 
part of a rival group to the Custodians who worship 
the Reconnaissance Dalek and believe it will bring 
them to Skaro! 


Another way of running this episode would be to 
have the characters go back to the 9th century 
and unite warring factions of humans to fight the 
Dalek menace that stalked their lands. They could 
meet the original Custodians and help them take 
on this great responsibility. Perhaps the third 
Custodian who died was actually killed by someone 
intervening in history, and the characters have to 
prevent his death or find someone else to take up 
the mantle after him so the Reconnaissance Dalek 
never has a chance to reunite. 


© Continuity 

The Reconnaissance Scouts were the first Daleks 
to leave Skaro, sent to discover the defensive 
capabilities of other planets and prepare them for 
invasion. Even considering the ability of Daleks to 
survive, the Reconnaissance Daleks are adaptable, 
hardy, and subtle. This scout cobbles together 
a horrifyingly effective flying casing out of spare 
parts with huge amounts of customised explosive 
weaponry and missiles that are capable of taking 
out a human tank with ease. 
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The Reconnaissance Dalek is able to possess 
other beings by crawling onto their bodies 
and wrapping its tentacles around them. The 
possession is gradual and subtle, leaving the 
human some free will at first but slowly taking over 
their body and voice, as we see in Revolution 
of the Daleks. The Daleks have used humans 
to infiltrate before, but that required physical 
conversion using nanogenes that equipped their 
puppets with eye stalks emerging from their 
foreheads. As with nanogene conversion, strong- 
willed individuals could fight the possession for a 
short time, often to protect the people they love, 
as Aaron does for Ryan. 


When Aaron shows up, it seems like a reasonable 
reaction for Graham to close the door in his face, 
as Aaron abandoned Ryan after Ryan's mum died, 
didn't show up to Grace's funeral in The Woman 
Who Fell to Earth, and wrote to Ryan telling him 
that Aaron was his ‘real family’. Nevertheless, 
Ryan goes for coffee with his dad and then teams 
up with him to turn his microwave oven into a 


Dalek-disabling device. In Revolution of the 
Daleks, Ryan says that he’s been reconnecting 
with Aaron, who has returned to his previous job 
on an oil rig. 


Like Aaron and Ryan's anti-Dalek microwave 
oven, Ace also had a mundane item turned into 
an awesome Dalek-disabling weapon when the 
Seventh Doctor imbued her bat with the Hand 
of Omega in Remembrance of the Daleks and 
she used it (or rather, a replacement) again in 
The Power of the Doctor. 


The Doctor says she learned to think like a Dalek 
long ago, and the Ninth Doctor was praised 
by a Dalek for how much he thought like them 
(Dalek). She says it's personal between her and 
the Daleks, calling back to her many battles 
with them, so much that she is considered their 
greatest enemy. When the Doctor identified 
herself to the Reconnaissance Dalek, it reacted 
with immediate anger and hate, firing wildly at 
the Doctor. 


For all that the Doctor mocks the Dalek for its 
junkyard chic, its reconstruction mirrors the way 
she rebuilt her sonic and how she’s rebuilding 
herself, outofmemories, remnants, and spare parts 
(The Woman Who Fell to Earth). 


The remains of the Reconnaissance Dalek 
are initially sent to a government facility, but 
they are intercepted and stolen en route by Jack 
Robertson in collusion with politician Jo Patterson 
in Revolution of the Daleks. 


When the Doctor tries to contact Kate Stewart 
at UNIT, she learns that UNIT was suspended 
pending review following funding withdrawal. This 
foreshadows the takeover of UNIT by Division 
in Survivors of the Flux and explains how Jack 
Robertson's Dalek experimentation was allowed to 
take place. In Spyfall, the Doctor points out to C that 
UNIT and Torchwood have both been disbanded. 


Aaron's quick and resourceful repurposing of the 
microwave oven parallels Ryan's fixing up of the 
solar-powered barge on Desolation in The Ghost 
Monument. Like father, like son! 


© Further Adventures 

Watching the Watchmen: Without their reason 
for existing, the world-spanning Order of the 
Custodians resolves to prevent alien technology 
falling into the hands of humans, and keep 
humanity safe from alien invasions. Since other 
security bodies like UNIT and Torchwood are 
currently not operational or tied up in bureaucracy, 
the Order of Custodians redefines their role as 
taking custodianship of the entire Earth. Following 
this episode, Mitch and Lin join the Order and send 
the characters photos of ruins unearthed in China 
that might be some sort of ancient alien ship. Inside 
the alien ship is an army of Weeping Angels, silent 
guardians of a tomb that holds an ancient general 
of the same species as the Foretold. Before the 
characters can get there, a survey team goes in and 
disappears; instead of teleporting them through 
time, the Weeping Angels imprison them inside 
stone pillars, walling them up to fight the ancient 
general if he ever wakes. The Weeping Angels were 
placed here in case the general ever breaches its 
tomb and escapes. 


Bidding War: While the signal with Earth’s defence 
data was never sent to the Dalek Invasion Fleet, an 
unscrupulous intergalactic artefact dealer called 
Zaphra comes across a recording of the signal and 
puts it up for sale to the highest bidder. She offers it 
to humanity and to the Daleks first without revealing 
which planet it signals the fleet to attack. As she is 
preparing to receive bids on her ship in deep space, 
a rival reveals her location, leading every species 
in the Universe that has an interest in invading 
Earth (or protecting it) to zero in on her ship. The 
characters have to infiltrate Zaphra’s locked down, 
heavily trapped ship. At the same time, many other 
interested parties are aggressively eliminating 
anyone between them and Zaphra. Some are 
determined to stop the data from getting into the 
wrong hands, while others want to sell it on for a 
markup. As a safeguard, Zaphra has encoded the 
data into her own body so that it will be destroyed 
if she dies, meaning that the characters have to 
get her off the ship safely to a medical site so they 
can be sure it is deleted. Do the player characters 
make uneasy alliances with people who might be 
lying about their motives, go it alone, or try to find 
a clever way to defuse the situation? 


CHAPTER FIVE 


THE THIRTEENTH 


DOCTOR'S ADVENTURES 
SERIES TWELVE 


© Spyfall 

‘These are the dark times. But they don’t sustain. 
Darkness never sustains even though sometimes it 
feels like it might.’ 


Earth, 2020, 1834, and 1943 Yaz, Graham, and 
Ryan were abducted by MI6 agents before they 
could return to Sheffield. On the way to MI6, the car's 
computer system took over control of the vehicle and 
attempted to kill them until the Doctor disabled it. 


The head of MI6, codenamed 'C’, explained that he 
had been empowered by every global intelligence 
agency to ask for the Doctor's help. From West 
Africa to Tokyo, spies were being attacked by an 
unseen force that put them into a coma and rewrote 
their DNA. The agents had been investigating an 
MI6é spy-turned-tech-entrepreneur called Daniel 
Barton, who founded the search engine VOR. C was 
shot by a sniper and beings phased through the 
walls of his office, and even got inside the TARDIS 
before it took off. 


In the Great Victoria Desert, Australia, Graham and 
the Doctor met an ex-MI6 agent known as O. That 
night, glowing alien beings converged on O's house 
and he managed to cage one in an electrified glass 
box. They learned that these beings, the Kasaavin, 
were from another reality far beyond this one. 


In San Francisco, USA, Yaz and Ryan posed as a 
journalist and photographer to infiltrate Barton's 
office. They learned that Barton was only 93% 
human, downloaded the data from his computer, 
and witnessed a meeting between Barton and one 
of the Kasaavin. The alien transported Yaz to a vast, 
misty forest of twisted trees pulsing with glowing 
energy trails. Outside, many Kasaavin hovered in 
front of the VOR building, pulsing. The bright alien 
in O's cage pulled Yaz into its place to escape. O 
found a small piece of alien code in one of Barton's 
systems which revealed the location of Kasaavin 
spies across Earth, as well as pictures of multiple 
possible Earths. 


The Fam infiltrated Barton's casino-themed birthday 
party at his vineyard and pursued him to a private 
airfield, where they boarded his plane. O revealed 
his true identity: a new regeneration of the Master, 


the Spy Master. His house was his TARDIS, and he 
had kidnapped the real O, staying undercover for 
years so he would have an opportunity to become 
the Doctor's trusted contact. His short-fuse sonic- 
proof bomb sent the plane into a fiery tailspin and 
one of the Kasaavin dragged the Doctor into the 
misty forest. 


The Doctor met a woman called Ada, who showed 
her how to use a Kasaavin as a gateway to escape. 
They emerged at the Adelaide Gallery in London 
1834, at an exhibition of inventions. The Master 
burst in and started shrinking people, the Doctor 
and Ada taking refuge with a friend of Ada's named 
Charles. The Doctor realised she was talking to 
Ada Lovelace and Charles Babbage, two of the 
greatest minds behind computing technology. 
Babbage showed the Doctor the Silver Lady, an 
automaton sent anonymously by the Master that 
could project the Kasaavin. The Kasaavin had been 
taking Ada to their realm since she was thirteen 
to build technology that stabilised them so they 
could spread their spies throughout the history of 
Earth. The Doctor used the Silver Lady to travel to 
Nazi-occupied Paris 1943, unexpectedly bringing 
Ada with her. 


The Master had taken the role of a commander 
in the German army to hunt them, but they were 
rescued by a member of the French Resistance, a 
British spy called Noor Inayat Khan, the first female 
wireless operator dropped behind enemy lines. 
The Doctor used Noor's wireless equipment to put 
out the rhythm of two hearts beating to draw out 
the Master, and made psychic contact to arrange a 
meeting at the top of the Eiffel Tower. The Master 
had made a deal with the Kasaavin and intended 
to create maximum carnage in the human race, 
knowing it would get the Doctor's attention, after 
he razed Gallifrey. The Doctor sent a message via 
Noor to make the Nazis think the Master was a 
double agent for the British, so that she could steal 
the Master’s TARDIS. 


In the crashing plane, Ryan found instructions that 
the Doctor had built into the plane on how to safely 
land it. Yaz, Graham, and Ryan had to go off grid, but 
even the brief respite they had in a building site was 
interrupted by the Kasaavin. Barton had his mother 


brought to a secure facility with the Silver Lady and 
gave her to the Kasaavin as the first of the new world. 
Ryan, Yaz, and Graham lured Barton’s people in to 
steal their car, but when they tracked down Barton's 
mother and the Silver Lady, he phoned them to 
explain that his genetic alterations had been a proof of 
concept for the Kasaavin. During his keynote speech, 
he planned to reformat the whole of humanity using 
the Silver Lady. 


The Doctor arrived and revealed that she had 
modified the Silver Lady in the past to cause a 
complete shutdown if it detected the massing of 
the Kasaavin within its systems. The Doctor told 
the Kasaavin about the Master's plan to use them 
for his own ends and the Kasaavin dragged the 
Master into their dimension as the Silver Lady 
exiled them home. 


© Running the Adventure 

Spyfall is a world-hopping spy adventure through time 
and space with a mid-mission twist — the revelation 
that a loveable ally the player characters have had 
by their side has been the true puppet master all 
along. It's a classic double-cross, but this time, with 
an even bigger twist as the Doctor's greatest nemesis, 
the Master, has been undercover as her friend and 
contact for some time. This episode is more than just 
a vehicle for the Master's return, with an international 
and interdimensional spy network already spread 
across the world and a literal race against time to 
prevent it from activating. 


This episode brings together spy tropes from 
across the genre: the discussions with C (before his 
assassination by the Master), O's cabin in Australia, 
and Yaz and Ryan’s infiltration of Barton's inner 
circle all feel like scenes from a classic Cold War spy 
thriller. The Doctor's adventures with Ada, filled with 
steampunk gadgets and conspiratorial discussions 
in genteel drawing rooms have a much more pulpy 
feel, and the story of Noor in Nazi-occupied France 
grounds the story in more realistic spy narratives, 
reminding the player characters that real people 
risked their lives and their freedom to resist the Nazis. 
Back in the 21st century, Yaz, Graham, and Ryan have 
to try and outfox an all-seeing tech entrepreneur in 
more of a tech thriller that turns the comforts of the 
modern world into tools of an omnipresent enemy. 
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The Fam have a bit of a break to reconnect with 
their everyday lives at the start of this episode, and 
if you're running this episode as part of a campaign, 
it's a great opportunity to have individual scenes 
with different major NPCs and explore the impact of 
their recent adventures on their personalities. Think 
about scenes, dilemmas or NPC conversations that 
highlight both what the characters have gained 
across their adventures and what they are losing 
connection to in their mundane lives. 


The player characters start off by being dragged into 
matters by C, but it's worth considering what to do if 
they don't follow the episode's plotline. For instance, 
would C's agents threaten to make life difficult for 
their families and friends if they refuse to cooperate? 
Would they kidnap the three of them instead, and 
use them to lure the Doctor in? Since MI6’s help 
is very rapidly no longer important to the story 
(following C's assassination), turning them into a 


more antagonistic spy network that hints towards 
the Grand Serpent's involvement could give the 
episode a very different feel. 


It is up to you how much you want to risk the characters 
learning that O is not on their side: with appropriate 
tests, they might realise that O is holding something 
back or is watching the Doctor carefully to see what 
she is doing. O isn’t necessary to ensuring that they 
are able to infiltrate Barton's party or plane, so if the 
Master's role is revealed earlier, it doesn’t change their 
mission, but for that perfect mid-episode reveal, it is 
probably wise to keep O as the genial, trustworthy 
agent he seems for as long as possible! If you decide 
to run this a little in advance, you could even include 
him as a contact in other stories to set up the reveal. 


You also probably want to make some choices 
about whether you want to split the characters up 
or not. Another character could travel through time 


—_ 


with the Doctor and Ada if they are also sent to the 
forest, or perhaps the Kasaavin could even decide 
to send them all through to remove their meddling 
influence. Alternatively, you could provide extra 
characters for the players of the absent characters 
to use in each storyline temporarily. The two 
storylines have their own antagonists: the Master, 
the Doctor's nemesis; and Barton, who represents 
the height of 21st century technological villainy. 
This makes it entirely possible to run both parts of 
the story alongside one another as the characters 


in the 21st century investigate Barton's activities 
and try to escape him, and the time-travelling 
contingent learn about the Master's plans for the 
Kasaavin, barely escaping the Master at every turn. 


A lot of the Doctor's usual tech solutions don’t 
work here, which could be a bit frustrating, such 
as the sonic not being able to get any scanning 
information about the aliens. However, C provides 


some fun gadgets, so let the characters get 
creative with spy tech. When the Doctor follows 
Ada to the exhibition, there are some wonderfully 
weird and innovative Victorian experiments on 
display as well: a steam-powered machine gun, a 
diving bell, an electromagnet, and even a grenade 
designed for home use. 


Given the episode's focus on tradecraft, you could 
always build puzzles out of real spy techniques for 
the player characters to solve, from cryptography 
to steganography. If players make suggestions for 
dead drops, false flags, and fake identities, you 
could improvise some fun cat-and-mouse games 
with Barton’s people or the Master. Make sure that 
any puzzles are fun for your players rather than 
frustrating to solve, though! 
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© Continuity 

At the start of the episode, Yaz, Graham, and Ryan 
reconnect with people in their lives, which we see 
again in Can You Hear Me?. Ryan feels bad that his 
friend Tibo misses him, even as Ryan has become 
confident enough in managing his dyspraxia to play 
basketball. Graham has a checkup with a doctor 
who knew Grace, whom he met during his cancer 
treatment. Yaz’s family, who we saw in Arachnids in 
the UK, and her boss, who unknowingly sent Yaz 
into the middle of the biggest adventure of her life 
in The Woman Who Fell to Earth, are unhappy 
about her constant secondments. 


When C meets the Fam, he initially assumes Graham 
is the Doctor because he’s read the files and the 
Doctor has always been recorded as a man. Jack 
makes the same mistake in Fugitive of the Judoon, 
but is delighted to learn the Doctor is a woman. 


The last time an agency decided to pressure the 
Doctor for help was similarly dramatic in The Day of 
the Doctor: this time they didn’t have the TARDIS 
flown across London by helicopter, though! 


As with Krasko’s time displacement weapon, Ryan 
is intrigued by how C's gadgets function. He and 
his father both love to tinker, and they turned a 
microwave oven into something powerful enough 
to stop a Reconnaissance Dalek in Resolution. 


C says that GCHO isn’t interested in extraterrestrial 
threats, leaving them in the hands of Torchwood and 
UNIT, but as the Doctor points out, those agencies are 
both gone. During the Dalek attack in Resolution, the 
Doctor tried to contact UNIT but was informed they 
had been suspended pending review. In Flux, it is 
revealed that UNIT has been under the control of the 
Grand Serpent since its founding and he suspended 
the organisation despite Kate Stewart's best efforts. 


The Master reminds the Doctor he is still an excellent 
shot: in The Deadly Assassin, he tricked the Fourth 
Doctor into shooting the president of Gallifrey by 
altering the sights on a staser rifle. 


The Master disguises himself as O in order to get 
to the Doctor. He adopts a similarly manipulative 
persona as Rasputin in The Power of the Doctor. 


Daniel Barton talks about being one of the only non- 
white faces at his school and how isolating that is. 
Ryan and Yaz both discussed their own experiences 
of racism in Rosa. 


This Master's signature move (first seen in Terror 
of the Autons) is to shrink his enemies with tissue 
compression. He uses this to shrink the Lone 
Cyberman in The Timeless Children without 
damaging the Death Particle in his chest. 


The Thirteenth Doctor's video guide for her Fam is 
similar to the Tenth Doctor explaining the Weeping 
Angels to Sally Sparrow in Blink. This time, when 
Ryan asks how she saved them on the plane, the 
Doctor suddenly realises she forgot to go back and 
do it. She uses a similar message to communicate 
with Yaz in Survivors of the Flux and makes a 
whole program to advise Yaz after her regeneration 
in The Power of the Doctor. 


Ada is the daughter of Lord Byron, who was in 
The Haunting of Villa Diodati. She is chosen 
by the Kasaavin from an early age for her 
intelligence, just as Madame de Pompadour 
was chosen by the Clockwork Robots in 
The Girl in the Fireplace. 


In a cat-and-mouse game with another Time 
Lord, the Doctor reverts to a lot of old Time Lord 
techniques, making telepathic contact with the 
Master and getting his attention with Morse code 
in the rhythm of a Time Lord's heart. In a previous 
regeneration, the Master was tormented by the 
heartbeat in his head ever since he gazed into the 
Untempered Schism (The End of Time). 


Gallifrey was put in its bubble universe by all the 
Doctor's regenerations uniting to hide Gallifrey 
away in The Day of the Doctor. The Eleventh 
Doctor made contact with it in The Time of the 
Doctor and the Twelfth Doctor returned there in 
Heaven Sent. They visit a destroyed Gallifrey in 
The Timeless Children. 


The Doctor removed parts of Noor and Ada’s 
memories, even as Ada begged her not to, which 
is reminiscent of the Doctor locking away Donna’s 
memories of him to save her in Journey’s End. 
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The Doctor remembers the rags telling her about 
the Timeless Child in The Ghost Monument, 
and the Master says it's buried deep in all their 
memories and in their identity. He refuses to 
tell her the rest because it would make it easy 
for her, and it wasn’t easy for him, but then 
imprisons her in the Matrix to show her the truth 
in The Timeless Children. 


© Further Adventures 

Siege in Silver: In the hands of someone like 
Charles Babbage, the Silver Lady could be hugely 
influential on the art and technology of the world. 
Created as it was by the Master, most humans 
could only admire its intricacy without truly 
understanding it, but in the late 19th century, 
the Silver Lady came into the possession of a 
brilliant young inventor and artist, who studied 
the automaton’s intricacies by communing with 
the Kasaavin inside. He was preparing to present 
his findings to investors in the hopes of finding 
a patron who might sponsor him to make a 
similar machine of his own when an unscrupulous 
aristocrat hired someone to knock him out the 
night before the presentation and stole the Silver 
Lady. The aristocrat secretly kept the Silver Lady in 
her private collection, but the inventor, obsessed 
with the beautiful automaton created by the 
Master, made his own automata that laid siege 
to the aristocrat’s house to obtain the Silver Lady. 
Knowing the Silver Lady's capabilities and that it 
must eventually end up with Barton, the Doctor 
and Fam have to protect the aristocrat from the 
silver figures that the inventor has created. The 
final twist is that the Kasaavin taught the inventor 
to imbue his automata with the ability to let the 
Kasaavin possess them for a short while, and if 
he is not persuaded to turn his automata off, the 
Kasaavin will use these powerful metallic bodies 
to take over the world. 


Spy School: The characters intercept a message 
in Morse code via the TARDIS’s communications 
array, leading them to Wanborough Manor in 
Buckinghamshire, also known as Special Training 
School 5. There they encounter a much younger 
Noor Inayat Khan, who, among other recruits, is 
being trained to infiltrate behind enemy lines in 
occupied France. One of Noor's friends among 


the recruits, Alice, had been acting quite 
irrationally and then disappeared, and it has 
led the male instructors at the Manor to doubt 
whether women have the temperament to be 
spies. Noor is fiercely determined to find out what 
happened to Alice and risks her own career as a 
spy by disobeying orders. The characters have to 
help Noor find out what happened and save Alice 
so she and the other women at Wanborough will 
be allowed to take on the missions that will save 
so many lives. With her knowledge of codes and 
wireless communication, Noor is able to decipher 
the messages being picked up by the TARDIS and 
realises that they come from Alice, who stumbled 
across a half-buried alien communication device 
during a training exercise and is being controlled 
by the device to act as its operator and transmit 
distress signals into space. 


Gallifrey in Chains: The Master didn’t catch 
every Time Lord in his attack: another Time Lord 
who saw the Master enter the Chamber of the 
Matrix and recognised him ran for a TARDIS, 
taking the genetic codes used to make the first 
Time Lords. They call themself the Keeper and 
cannot risk making contact with the Doctor, 
knowing that the Master's eyes are always on her, 
so they set up a gambit to attract her attention 
without involving the Master. Across its travels, 
the TARDIS starts to pick up tiny fragments of 
transmissions in languages from across the 
Universe. At first, the Doctor ignores them as 
they don’t seem important or interesting, but the 
TARDIS keeps projecting them every time she 
goes to the controls. When pieced together, the 
transmission references hundreds of incidents 
that the Doctor recognises as her adventures, 
and gives the coordinates to a meeting place 
where the Doctor first made contact with Gallifrey 
again: Trenzalore. There the Keeper planned to 
entrust the Doctor with the secret genetic codes 
of Time Lord regeneration (though the Doctor 
does not yet understand what it is she is being 
given). At the last moment, the Keeper had 
to run for their life as the Master arrived in his 
TARDIS, but they left a single clue relating to 
Susan, the Doctor's first companion who left, and 
from there leading to a treasure hunt through 
the Doctor's own adventures. 


KASAAVIN 


CONCEPT: 
Shapeshifting Spy from Another Universe 


DANIEL BARTON 


FOCUS: 
Infiltration 


CONCEPT: 
Partially Human Tech Entrepreneur 


STORY POINTS: 7 


FOCUS: 
Innovation 


Awareness 3, Coordination 2, 
Ingenuity 4, Presence 4, 
Resolve 3, Strength 2 


STORY POINTS: 5 


Awareness 3, Coordination 3, 
Ingenuity 4, Presence 4, 
Resolve 2, Strength 2 


SKILLS: 
Conflict 3, Convince 4, Intuition 2, 
Knowledge 3, Subterfuge 4, Technology 3 


SKILLS: 
Convince 4, Intuition 2, 
Knowledge 2, Science 3, Subterfuge 4, 

Technology 4, Transport 2 


DISTINCTIONS: 

Kasaavin — This character can camouflage 
themself within and phase through solid 
surfaces. They can change their appearance 
at will and teleport others to their realm 
with a touch. 


DISTINCTIONS: None 


WEAPONS: 
Pistol (9mm) (2/5/7) 


WEAPONS: None 


TECH LEVEL: 6 TECH LEVEL: 9 
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© Orphan 55 
‘If | had crayons and half a can of spam, | could 
build you from scratch. Now, out of my way!’ 


Orphan 55 
(previously known as Earth), the Far Future 


Graham accidentally teleported the Doctor, Yaz, and 
Ryan to Tranquility Soa for a complimentary holiday. 
It quickly became clear that things weren't as they 
seemed at Tranquility Spa: there were hopper 
viruses, which could travel between technology and 
organic beings, infesting the systems; overzealous 
security officers; and a malfunctioning teleportation 
pad. When the habitation dome was sabotaged by 
the hopper virus, the planet they were on, Orphan 
55, was revealed. It was classified as an orphan 
planet due to massive environmental collapse that 
left it uninhabitable. Without the dome, the hungry 
locals, known as Dregs, clawed their way in. From 
the central security hub of Tranquility, the Doctor 
rebuilt the dome’s defences, driving the Dregs back 
out into the wastelands. 
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One of the guests, Benni, was dragged away by the 
Dregs, so Kane, the owner of the spa, agreed to 
take a sealed truck out into the low-oxygen lands 
outside the dome. The truck stalled in the middle of 
nowhere and they had to make a run for the tunnels 
under the planet's surface. Another spa guest, 
Bella, admitted that she had placed the hopper 
virus and a number of bombs to destroy the spa, 
and confronted Kane, her estranged mother. The 
Dregs pursued them into the tunnels and Ryan and 
Bella had to use the one-shot teleportation device 
to take them back to the spa, leaving the others 
stranded. The Doctor realised that they were in one 
of Earth's possible futures and the Dregs were the 
mutated remains of humanity. 


The survivors managed to get back to the spa 
and had to fight for their lives to keep the Dregs 
out while the mechanic Nevi and his son Sylas 
made a chemical needed to fix the teleporter. The 
teleporter didn't have enough space for everyone, 
and Kane and Bella stayed behind to give the 
others time to escape. 


© Running the Adventure 

What starts out as a mystery quickly becomes a 
fight for survival in this high-action episode. While 
there are a lot of NPCs in the spa, their numbers are 
rapidly thinned by the Dregs that break in, leaving 
a core cast with their own motivations, character 
quirks, and secrets. 


The main NPCs in the episode are: 

Kane, the owner of the spa. 

Vorm, the head of security. 

Hyph3n, who welcomes people to the spa. 
Nevi, the mechanic. 

Sylas, Nevi's loyal son. 

A retired couple named Benni and Vilma. 

Bella, posing as a hotel critic but actually a 
saboteur who has planted bombs across the 
complex and infected the systems with the 
hopper virus. 


The opening section where all seems calm gives 
the characters a chance to interact with these NPCs 
while sampling the spa’s relaxations. They might find 
out information that gives a clue to the characters’ 
motivations. For instance, Benni is planning on 
proposing to Vilma here, Sylas covers for his dad when 
Nevi makes mistakes in his work, and Kane is trying 
desperately to make this spa a success for the sake of 
her estranged daughter, Trixabelle. Pay attention to 
who the characters connect with: in the episode, Yaz’s 
feelings for her family mean she quickly befriends 
Benni and Vilma, whereas Ryan's mistrustful attitude 
towards the spa gives him and the irreverent Bella 
something in common. When things start getting 
dangerous, focus the peril on the NPCs the player 
characters have already formed connections with. 


The environmental dangers in this episode need 
to be handled carefully, as anyone taken by the 
Dregs or who gets stuck out in the wasteland 
without oxygen is doomed unless they are rescued 
very quickly. Characters could be threatened by 
the Dregs, cut off from the group, or knocked out 
and stranded as a way of motivating the player 
characters to risk a dangerous rescue attempt. 


Once the perimeter of the spa is restored after the 
initial breach, you might want to provide additional 
goals outside the walls, such as a secondary power 


station that was set up when the spa was first put in 
place but was disconnected later, to provide enough 
power for the teleportation pad. This means that 
even if the characters are lured out of the truck by 
the Dregs using one of the survivor NPCs as bait, 
they can still succeed at their goal of connecting up 
the power to the teleporter. 


If instead you choose to follow the episode's 
plotline more closely, the final challenge in making 
the teleporter work involves mutating the Syrilium 3 
fuel into Syrilium 4 using the hopper virus. To help 
the characters reach that conclusion, perhaps the 
Doctor could be in the middle of an experiment 
to turn the less useful Syrilium 3 into Syrilium 4 at 
the start of the episode. It burns up initially, as she 
hasn't got the last ingredient (the hopper virus) to 
finish the process! That gives the player characters 
a vital clue in how to solve the teleporter problem 
and get everyone safely off the planet. 


This episode has a lot of different tools the 
characters can use to achieve their aims: instead 
of trying to follow the episode's story too closely, 
you might want to let them improvise more. 
Maybe they use gadgets they’ve acquired on 
their travels in interesting ways, rig up a siege 
defence plan to hold off the Dregs (in which 
case, sketching out a map of the spa would be 
useful), or reprogram the hopper virus and use it 
to infect the Dregs, sending them back out into 
the wastelands without killing them. 


© Continuity 

Yaz tries to playfully call the Doctor on her ‘mardy 
mood’ and the Doctor gets defensive. She avoided 
telling them about the razing of her home planet by 
the Master, which she learned about in Spyfall, but it 
haunts her. While the Thirteenth Doctor is generally 
kind and loving towards her companions, she snaps 
at them hurtfully sometimes, as she does when Yaz 
starts to question her decisions in Eve of the Daleks. 


The Doctor has visited unusual and dangerous 
resorts before: in Midnight, the Doctor's trip in a 
sealed vehicle through the landscape of the planet 
Midnight — which is soaked with deadly solar 
radiation — is interrupted by an aggressive body- 
possessing local. 
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When Bella confides in Ryan about her dad's recent 
death, he talks about his mum’s death eight years 
before. They form a bond that is clearly important 
to both of them, but Ryan is disturbed by Bella's 
willingness to use violence to punish her mother 
Kane for abandoning her. At the end of the episode, 
as Bella and Kane hold off the Dregs so the others 
can escape, Bella kisses Ryan and we never learn 
whether she survived. 


Yaz finds Ryan's flirtations with Bella funny and 
teases him about it, which mirrors Ryan teasing Yaz 
in Rosa about a previous boyfriend called Danny 
Biswas at school. 


Ryan is haunted by the vision of humanity's future 
that he saw on Orphan 55. When he's tormented by 
Zell in Can You Hear Me?, his nightmares involve 
his best friend Tibo sitting in the burning ruins 
of Earth accusing him of abandoning humanity, 
followed by one of the Dregs lunging at him across 
the flames. 


Future forms of humanity have been seen many 
times before: Lady Cassandra is a human whose 
life has been extended until she is just a sentient 
panel of skin with a face, at one point humans 
became gas life forms, and the Toclafane are 
human heads kept alive by spherical cybernetic 


DREG 


CONCEPT: 
Post-Apocalyptic Hunter 


FOCUS: 
Survival 


STORY POINTS: 5 


Awareness 4, Coordination 3, 
Ingenuity 3, Presence 2, 
Resolve 2, Strength 6 


SKILLS: 
Athletics 4, Conflict 4, Intuition 2, 
Subterfuge 2, Survival 4 


DISTINCTIONS: 

Dreg — This character breathes carbon 
dioxide and can survive intense radiation, 
toxicity, and extremes of heat and cold. 

It has hardened leathery skin that reduces 
any Damage taken by 2, and rending claws. 


WEAPONS: 
Claws (Strength +2) 


TECH LEVEL: 1 


shells that can float under their own power and 
even have integrated weapons. In Utopia, the 
Tenth Doctor observed that even when humanity 
evolved into gaseous forms, eventually they re- 
evolved into humans again, and suggests that 
humans will always return to their original form 
eventually. The Dregs certainly show a degree of 
logic and negotiation, so it's possible that with 
time they could form a more recognisably human 
society and physiology again. 


Orphan 55's fate is only one possible future for 
humanity, and the Seventh Doctor had a hand in 
preventing a similar future in The Curse of Fenric, 
where humanity was doomed to become vampire- 
like Haemovores. In The Mysterious Planet, the 
Sixth Doctor discovered that Ravolox was in fact 
Earth after discovering an underground station 
sign (for Marble Arch in London), just as the 
Thirteenth Doctor identifies Earth by the Siberian 
train station sign. 


© Further Adventures 

End of the Line: A group of insular humans who 
made it to a bunker beneath London before 
Earth’s environmental collapse have remained in 
seclusion for centuries and have formed a society 
in the remains of the London Underground. 
They have formed a belief system with different 
cultures living along the different ‘Lines’. 
Some Lines provide food through advanced 
hydroponics, others control the water supply, and 
others access to historical knowledge, weaponry 
and armour, power and engineering, smithing 
and mechanical devices, scientific research and 
medical aid, and meat from farming. At a central 
hub called the Terminus, the Council of Waterloo 
meets to represent the interests of the different 
Lines. When the characters find themselves on 
the Lines, war is brewing, as Dregs have broken 
into the tunnels in greater numbers and the 
Lines disagree on what is to be done about it. 
While the Council of Waterloo argues, one of the 
Lines is overrun and the characters, along with 
a ragtag group of specialists from the different 
Lines, must venture into the darkness of the 
Underground Proper to try and repel the Dregs 
and save whoever they can. As they do so, they 
discover that the Dregs are dying: something is 


causing their physiology, which has survived so 
much environmental devastation, to shut down. 
They are attacking the Lines to get fresh food and 
water to try and keep themselves alive. 


The Only Way Out Is Through: An unscrupulous 
corporation is selling off orphan planets to 
the highest bidders, guaranteeing absolute 
desolation of the planet before sale, but a small 
independent mining outfit delves too deep and 
all hell breaks loose. A team of miners went in to 
investigate the structure they broke into, but only 
screams and static came over the comms. The 
characters arrive as the miners debate sending 
more people in. The facility goes into lockdown 
and their only escape shuttle is trashed. The 
characters make a preliminary exploration of the 
structure and realise that the mining cracked 
open an ancient prison used by a long-lost alien 
race to keep the most terrifying and ancient 
beings they encountered neutralised. Now they 
have escaped, filled with rage at their millennia- 
long imprisonment. Something out there in the 
ravines of the planet is hunting the characters, 
confusing the minds of everyone on the planet 
to better trap its prey, even the TARDIS. Fighting 
to tell what is real and what is a nightmare, the 
characters and the miners team up to explore 
the ancient prison, survive the inmates stalking 
its halls, and figure out from the ancient aliens’ 
bizarre computers how to trap the horror of the 
abyss that is picking them off one by one. 
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© Nikola Tesla's Night of Terror 
‘Well, let them talk. The present is theirs. | work for 
the future, and the future is mine.’ 


New York, USA, 1903 

While investigating a tragic electrocution death at 
the Niagara Falls Generator, Nikola Tesla and his 
assistant, Dorothy Skerritt, found a strange floating 
green globe observing them. They were interrupted 
by a hooded assassin with a Silurian weapon, and 
the Doctor and Fam, who saved them. 


In Tesla’s lab, the Doctor identified the globe as a 
repurposed Orb of Thassor, created by an ancient 
race who were amazing inventors, storytellers, and 
adventurers, to send their legacy across the stars. 
They spotted one of Thomas Edison's people taking 
photographs of Tesla's lab through the window 
as Edison fired up an angry crowd in the street 
outside. Edison knew nothing about the assassin 
or the missing parts, but he did admit that he had 
a spy named Harold Green watching Tesla, who 


had disappeared. An alien posing as Harold Green 
was killing all the scientists in Edison's lab until the 
Doctor trapped the alien with a circle of fire, and it 
disappeared. 


The aliens teleported Tesla and Yaz to a ship filled 
with hundreds of Skithra (along with the missing 
parts of Tesla’s machines, among piles of other 
stolen alien technology) high above New York. The 
Skithra Queen had sent the orb to find Tesla so she 
could force him to work for her. Dorothy took the 
Doctor, Graham, Ryan, and Edison to Wardenclyffe, 
Tesla's underfunded wireless electricity project. 


The Doctor teleported Yaz and Tesla back down to 
Earth, and the Skithra laid siege to Wardenclyffe. Tesla 
and the Doctor extended the TARDIS shields around 
the facility, but they couldn't hold forever. Eventually, 
the Skithra Queen herself came to retrieve Tesla. The 
Doctor teleported the Queen back to her ship, and 
Wardenclyffe Tower sent out a bolt of power to hit 
the ship, sending it fleeing from the Earth. 


~ 
~ 
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© Running the Adventure 

Nikola Tesla’s Night of Terror has all the makings 
of a great cult movie: a driven scientist considered 
a public menace for his creations, aliens called 
down from outer space by his signal, a damsel in 
distress (though Dorothy Skerritt is actually very 
resilient), and a night-time siege in a scientific lab 
protected by a huge crackling lightning tower. It’s a 
great chance to lean into the cinematic high-action 
storyline and engage in some weird science. 


The episode starts from Tesla’s perspective, so 
you could start in medias res with the characters 
encountering Tesla and Dorothy before they 
know who they are, right in the middle of the 
assassin's attack! The chase through the Niagara 
Falls Generator and then along a train make for 
some heart-pounding action scenes with lots of 
opportunities to use the environment to their 
advantage, or enlist Tesla to help them make some 
sort of gadget to hold off the assassin. 


The action slows down as the player characters learn 
more about Tesla's life and inventions, his rivalry with 
Edison, and the Orb of Thassor. While the Doctor is 
keen to show off her inventions to Tesla, the player 
characters can’t risk using too much advanced 
technology around him, as his sharp mind would 
undoubtedly learn too much! That said, a player 
character who has been looking to build a gadget 
could have the opportunity to build it in Tesla's 
workshop. They could figure out the culprits behind 
the attempted assassination earlier in the story, which 
gives the opportunity for the player characters to try 
and trap the Skithra, luring them out with exciting 
technology or using Tesla as bait. It's also possible that 
the player characters might try to steal something from 
the Skithra ship or use the technology strewn around 
the ship to sabotage it. Perhaps they could even make 
a trap that imprisons the Skithra Queen when she 
comes to collect Tesla, so she has to make a deal or 
languish in the boarded-up Wardenclyffe facility. 


It's worth thinking about what is at stake in this 
episode: Tesla is a compelling figure, as much myth 
as inventor to many people, and undoubtedly had an 
impact on modern technology. However, a lot of his 
ideas were never manufactured and if he was stolen 
by the Skithra, someone else could have taken up his 


mantle. Really, this episode is about the audacity of 
imagination and the triumph of wonder over cynicism. 
Tesla tells Edison he is a ‘man of parts’ and the Doctor 
calls the Skithra Queen ‘a queen of shreds and 
patches’. The Doctor clearly feels kinship with Tesla — 
two socially-awkward geniuses who have a vision of 
how the world could be and fight to make it a reality. 


For the siege at Wardenclyffe, you could give the 
player characters an opportunity to set up the siege 
themselves, with the TARDIS’s shields acting as a 
barrier to the Skithra that will eventually fall. The 
Skithra are too numerous to take out entirely, but the 
player characters need to buy Tesla time to connect 
the tower to the TARDIS and strike the Skithra, forcing 
them to retreat. One possible way of handling this 
is to secretly set a number of rounds representing 
how long it takes Tesla to connect the tower, and 
then either randomise whether the Skithra break 
through the shield, or have a very clear clock ticking 
down over time or when there are consequences for 
rolls. Give the player characters some time to set 
up defences, and during the siege, suggest ways 
they could shore up the shields or drive the Skithra 
back enough to recharge them a bit. You could even 
research some of Tesla’s weirder inventions and turn 
them into temporary gadgets for the scene! 


NIKOLA TESLA 


CONCEPT: 
Brilliant but Misunderstood Inventor 


FOCUS: Innovation 


STORY POINTS: 6 


Awareness 2, Coordination 2, 
Ingenuity 5, Presence 2, 
Resolve 4, Strength 3 


SKILLS: 
Craft 4, Knowledge 3, Science 4, Medicine 
2, Technology 4, Transport 1 


DISTINCTIONS: None 
WEAPONS: None 


TECH LEVEL: 4 
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© Continuity 

Like the Doctor's experiences with Ada Lovelace 
and Noor Inayat Khan in Spyfall, this episode 
features major figures in the development of 
communications and computing technology: Tesla 
and Edison. The Doctor admires Tesla for being so 
ahead of the tide of technology. 


In Empress of Mars, a group of British soldiers used 
an Ice Warrior ship to reach Mars in 1881, but the 
Ice Warriors were evacuated by Alpha Centauri’s 
rescue ship. Only thirty years later, in 1911, the 
Osiran Sutekh was released from his prison on Mars 
in Pyramids of Mars. It seems that Tesla happened 
to send his signal with the teslascope between these 
two major events, but perhaps it explains why the 
Skithra intercepted it, as they may well have been 
scavenging Mars for technology from the ancient 
Ice Warrior civilisation or the Osiran prison. 


A number of the Doctor's adventures have taken 
place in New York, including run-ins with the 
Silence (Day of the Moon) and the Daleks (The 
Chase). In one timeline, the Statue of Liberty was 
a Weeping Angel (The Angels Take Manhattan)! 
The Tenth Doctor foiled the Daleks’ attempt to 
use the construction of the Empire State Building 
to conquer humanity (Daleks in Manhattan), and 
here the Thirteenth Doctor mentions that it hasn't 
been built yet. 


Tesla admires the sonic and the Doctor says she made 
it mainly out of spoons (The Woman Who Fell to 
Earth). The Skithra Queen and Edison are presented 
as direct opposites to the Doctor and Tesla, people 
who steal others’ work and piggyback off the work of 
other brilliant people while taking the credit. 


Yaz risks a paradox when she accidentally talks 
to Tesla about radar, but luckily he was already 
thinking of an exploring ray along the same lines. 
In The Shakespeare Code, when the Doctor 
recited Shakespeare’s own lines to him before 
Shakespeare had thought of them, Shakespeare 
had a tendency to steal them! 


The Doctor uses her enemies’ weapons against 
them: in The Woman Who Fell to Earth, she 
used the Gathering Coil to put the DNA bombs 
Tzim-Sha put into her and the humans into his own 
body. In Nikola Tesla’s Night of Terror, she uses 
the Skithra Queen's greed against her. 


With the Skithra Queen, we see that the Doctor's 
patience has limits. She tries to persuade the 
Queen to relent, but just as she accepts in The 
Vanquishers that the Sontarans will never give in 
before their own strategem destroys them, so she 
sees that the Skithra Queen won't make better 
choices, no matter how many chances she gets. 


Like Van Gogh, Tesla had very little recognition 
in his lifetime. The Thirteenth Doctor gave Tesla 
a small insight into the fact that his technology 
would change the world, just as the Eleventh 
Doctor showed Van Gogh the power his paintings 
had for people more than a century after his death 
in Vincent and the Doctor. 


© Further Adventures 

Aftershocks: The Skithra Queen might have 
been forced to leave without Nikola Tesla, but 
she did abscond with some of his inventions 
and plans. Having failed to obtain the inventor 
himself, the Skithra take control of an eclectic 
group of scientists from an experimental 
research base in an asteroid field to build Tesla’s 
inventions: the Earthquake Machine (originally 
intended to generate power using an oscillator) 
and the Thought Camera, which projects people's 
thoughts so they can be viewed by others. 
The Skithra use the Thought Camera to record 
the scientists’ thoughts on how to build the 
Earthquake Machine, suggesting to the scientists 
that soon, they may no longer be needed and 
the Skithra might dispose of them. One of them 
manages to rig a communications device and 


transmit a distress call, but is interrupted halfway 
through and turned into a mindless drone by a 
mind-control helmet looted from the aftermath 
of the Dalek Invasion of Earth. The Skithra bring 
the nearly-completed Earthquake Machine to 
New Earth and threaten to destroy the planet's 
core unless the inhabitants hand over all their 
technology and scientists. The characters have to 
infiltrate the Skithra laboratory, which is filled with 
technology stolen from other species, rescue the 
scientists (several of whom have now been turned 
into mind-controlled drones and pose a threat), 
and stop the Earthquake Machine from going off. 


Star Light, Star Bright: Tesla might have learned 
his lesson about using the teslascope, but an 
ambitious scientist finds the plans and builds her 
own teslascope, using it to make contact with a 
distant planet orbiting Polaris, the Pole Star. She 
begins to dream of a wondrous city built across 
the planet with a civilisation of art and technology 
that simply wants to make peaceful contact with 
humanity. Becoming increasingly obsessed with 
this eerie city, the scientist is inspired by the 
strange musical transmissions she gets from 
the Pole Star, which seep into her dreams and 
her waking hours. Searching out the strangest 
technological black markets for alien and unusual 
artefacts, she discovers an ancient power module 
that allows her to make a portal to the planet, 
connecting it to Earth. It is only at this point that 
the Polarisians reveal the truth: their cities are 
dying and they have looked at Sol's star system 
with greedy eyes for many centuries, unable to 
cross the vast distances between the systems. The 
silvery grey architecture of Polaris starts to pour 
out of the portal, changing New York City. The 
characters arrive to discover the invasion already 
in progress, and at the heart of it, the inventor 
who connected the two worlds, imprisoned by 
the Polarisians as they know that she is the only 
one who can disconnect the portals. 
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© Fugitive of the Judoon 

‘Time is swirling around me. The Master, Captain 
Jack Harkness, Ruth. Something’s coming for me. 
I can feel it.’ 


Gloucester, 2020 

It was supposed to be an ordinary birthday for 
Ruth Clayton, enthusiastic tour guide at Gloucester 
Cathedral. Her friend Allen in the coffee shop might 
be expressing suspicions about her husband Lee, 
even handing over a dossier he had made, but it 
was a nice day. That was, until a retrieval squad of 
Judoon sealed off Earth with a zonal enforcement 
field. The Doctor and Fam landed on Earth to 
find Judoon scanning every person in Gloucester, 
searching for a fugitive and disintegrating anyone 
who resisted or ran. 


The Doctor confronted the Judoon commander, 
Pol-Kon-Don, outside Lee and Ruth’s flat, then left 
Yaz and Ryan to stall the Judoon while the Doctor 
found out the truth from Lee. She located an alien 
box hidden in Ruth and Lee’s flat. Lee admitted that 
the box was his and surrendered so the Doctor could 
get Ruth out safely. The Judoon’s employer, the 
Gallifreyan Commander Gat, killed Lee. Meanwhile, 
Yaz, Graham, and Ryan were teleported away using 
a Quanticum Scoop by Captain Jack Harkness, who 
was trying to pass on a message to the Doctor. 


Before he died, Lee sent Grace a text message saying 
‘follow the light, break the glass’ and she started 
experiencing flashbacks. The Judoon surrounded the 
Doctor and Ruth in the nave of Gloucester Cathedral, 
but Ruth took Pol-Kon-Don’s horn as an instinctive 


RUTH / THE FUGITIVE DOCTOR 


CONCEPT: Time Lord in Hiding 
FOCUS: Justice 
STORY POINTS: 6 


Awareness 3, Coordination 2(4), 
Ingenuity 3(6), Presence 4, 
Resolve 4, Strength 2(3) 


SKILLS: Athletics 2, Conflict 0(3), 
Convince 3, Craft 1, Intuition 3, 
Knowledge (History) 4, Subterfuge O(2), 
Technology 2(3), Transport 2 


DISTINCTIONS: 
Time Lord — Has an innate connection to 
time and can feel when it is wrong, 
and regenerate when killed. 


Very Experienced — Higher Attributes 
and Skills but is hunted by a very 
powerful group. 


Overwritten — Has a hidden set of 
stats that only emerge under specific 
circumstances, noted in brackets. 


WEAPONS: None 


TECH LEVEL: 5 (10) 


self-defence, causing the Judoon to evacuate with 
a grudge. The Doctor realised Ruth had a bio-shield 
that meant she read as human to the Judoon. Lee's 
message led Ruth to the lighthouse where she was 
raised and her parents were buried. While this was 
happening, Captain Jack sent the Fam back with a 
message for the Doctor: beware the lone Cyberman 
— don’t let it have what it wants, at all costs. 


The Doctor noticed that the gravestone outside, 
supposedly for Ruth's parents, was blank, and dug up 
the TARDIS, a double of her own. Ruth broke a glass fire 
alarm, releasing her memories back into her mind with 
gold regeneration energy, as she regained her identity as 
the Fugitive Doctor. The Thirteenth and Fugitive Doctors 
saw a future and a past that they did not remember, 
and neither of them liked what was looking back. 


The Fugitive Doctor explained that she worked for 
Gat once and used the Chameleon Arch to hide, 
even from herself. The Judoon ship caught the 
TARDIS in its tractor beam and the two Doctors 
confronted Gat and the Judoon. The Thirteenth 
Doctor tried to reason with Gat, realising that both 
she and the Fugitive Doctor were from her past. 
She showed Gat the razing of Gallifrey, but Gat 
fired the rifle she had taken off the Fugitive Doctor, 
not realising that the Fugitive Doctor had rigged 
the weapon to backfire into Gat instead. The 
Judoonese Talwak Freighter entered interstellar 
space, where Judoon laws had no sway, and they 
retreated, swearing to hunt the Doctor down and 
fulfil their contract. 


The Doctor confided her confusion over Ruth to 
the Fam and they helped her reaffirm her identity 
as the Doctor. When she needed them most, they 
were there to remind her who she was. Together, 
they readied themselves to investigate mysterious 
signals from three continents across Earth. 


© Continuity 

At the start of this episode, the Doctor picks up the 
notification of zonal enforcement by the Judoon 
while she is trying to track down the Master after 
last seeing him in Spyfall. She left him trapped 
in the Kasaavin’s world, but she can’t take the 
TARDIS in to check if he is still imprisoned there. 
Yaz, Graham, and Ryan confront the Doctor about 
how she’s shutting them all out, and the Doctor 
won't tell them about the destruction of Gallifrey. 
At various points during Flux, Yaz again expresses 
her frustration at the Doctor not confiding in her 
about the search for Division. 


When the Fam ask about her homeworld, the Doctor 
flashes back to seeing Gallifrey as she witnessed it 
after the Master left it destroyed in Spyfall. 


In Spyfall, the Master disguised himself as O and 
embedded himself in a life as have the Fugitive 
Doctor and Lee, but he did it with the intention 
of tricking the Doctor, whereas the Fugitive 
Doctor and her companion are doing so for their 
own protection. 
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In Human Nature, the Tenth Doctor reprogrammed 
his DNA using the Chameleon Arch and stored his 
memories in a fob watch to hide from the Family 
of Blood. The TARDIS created a human identity for 
him as John Smith, a teacher in 1913 Britain. In that 
life, he still had dreams of being the Doctor. Division 
might have been more thorough about removing 
the Timeless Child's memories, considering how 
many times they did so, or perhaps because the 
intention was for the Tenth Doctor to regain his 
memories, he retained a link to his past life that the 
Fugitive Doctor did not. 


The Doctor used the Judoon’s obsession with 
laws and bureaucracy against them, pointing out 
that they didn't have jurisdiction here but still set 
up a Class Seven Enforcement Field and an illegal 
Temporal Isolator. She made up an Earth law to buy 
time and got Yaz to back her up with her experience 
of projecting authority as a police officer, as we saw 
Yaz use in The Woman Who Fell to Earth. 


To the Judoon, the loss of a commander's horn is 
the greatest dishonour. After the Fugitive Doctor 
removes Pol-Kon-Don's horn, the Thirteenth 
Doctor warns her that its going to be personal 
for the Judoon now. Indeed, the Judoon arrest 
the Thirteenth Doctor at the end of The Timeless 
Children and imprison her under a life sentence. 


Unlike most previous contacts of the Doctor (like C 
in Spyfall) who are confused about the Thirteenth 
Doctor's gender, Jack is immediately on board with 
the Doctor regenerating into a woman. He did 
assume at first Graham and then Ryan were the 
Doctor when he met them, though. 


Lee and Gat were both trained the same, suggesting 
that Lee was part of Division. He had a service 
medal, which was how Gat tracked him down. 


Part of the tragedy of the Doctor's stolen lives is 
that she has forgotten the companions who stood 
faithfully by her side across her time in Division: not 
only did Lee remain a stalwart friend and husband 
to the Fugitive Doctor in her life as Ruth, but 
Karvanista also talks about his time as the Fugitive 
Doctor's Companion in The Vanquishers and his 
pain at being abandoned by her. 


Jack's determination to get his message to the 
Doctor leads him to steal a ship with nanogenes 
that are fighting back against him. He knows 
well what damage nanogenes can do, since he 
accidentally unleashed a plague of nanogenes in 
wartime London in The Empty Child. He later gets 
himself arrested to smuggle an escape route into 
the Doctor's prison in Revolution of the Daleks. 


Jack's message to beware the lone Cyberman also 
tells the Doctor that they are an empire of evil, in 
ruins right now, brought down to nothing, and that 
to defeat them the alliance sent something back 
through time, across space. The Doctor learns the 
meaning of this in The Haunting of Villa Diodati, 
when she tries to protect the Cyberium from the 
Lone Cyberman, only to make the difficult choice to 
ignore Jack's warning and give the Lone Cyberman 
the Cyberium to save Percy Bysshe Shelley’s life. 


The Fugitive Doctor warns the Thirteenth Doctor 
that they can't go to Gallifrey together, as two 
Time Lords occupying the same space at the same 
moment will fray the timestreams before they 
get near Gallifrey. In The Day of the Doctor, the 
Tenth and Eleventh Doctors called upon many of 
their other regenerations (including the Twelfth 
Doctor from the future) to surround Gallifrey and 
drag it into a pocket dimension so it wouldn't be 
destroyed. However, each Doctor was in their own 
TARDIS rather than sharing one TARDIS. 


The Thirteenth Doctor uses the method of telepathic 
contact on Gat that she has used to make contact with 
the Master in Spyfall and later uses it to show Percy 
Shelley a vision of his own death in The Haunting of 
Villa Diodati, as well as to provide the link between 
her three scattered selves in The Vanquishers. She 
shows Gat visions of Gallifrey destroyed twice: once 
during the Time War and then by the Master. 


The Thirteenth Doctor might not be as far from 
the Fugitive Doctor as she would like to think: she 
consistently turns her enemies’ methods of hurting 
others back on them. She used Tzim-Sha’s DNA 
bombs to discourage him from taking Karl in The 
Woman Who Fell to Earth, and in The Vanquishers 
she undermines the Sontaran stratagem to use the 
Sontarans as a way of slowing down the Flux. 


The Doctor first hears of Division from the Judoon 
in this episode, kicking off her quest to learn more 
about them. She becomes so obsessed with finding 
out about the enigmatic Division that she alienates 
Yaz before the start of The Halloween Apocalypse 
and admits to Tecteun that she can’t find anything 
about Division in Survivors of the Flux. The reason 
why Division is impossible to track down is because 
its control centre is based outside this Universe. 


GAT 
CONCEPT: Ruthless Division Operative 


FOCUS: The Mission 
STORY POINTS: 4 


Awareness 3, Coordination 5, 
Ingenuity 5, Presence 7, 
Resolve 5, Strength 3 


SKILLS: Athletics 2, Conflict 6, Convince 4, 
Knowledge 3, Subterfuge 5, Technology 2 


DISTINCTIONS: 
Time Lord — Has an innate connection to 
time and can feel when it is wrong, and 
regenerate when killed. 


Psych-Resistance — Gain +3 to any tests 
made to resist fear, psychic influence or 
other mind-affecting situations. 


WEAPONS: Laser Rifle (4/L/L) 


TECH LEVEL: 10 


© Further Adventures 

The Hornet’s Nest: When the Judoon isolate Earth, 
an opportunistic Vespiform criminal called Vesper 
currently hiding out on Earth makes a run for it and 
ends up on the Judoon freighter. While nosing 
around the Judoon data banks, she learns that this 
particular group of Judoon is being managed by a 
shadowy agent with their own agenda, who claims 
to be serving law and order. They are a Division 
agent who faked their own death and went rogue, 
with only Gat knowing the truth of who they are. 


=, à 


FATAML SAINAS - SIANLINIJAAY S.XOLOOQ HINJJLAIHL SHL | JAI XILdVHO 


105 


The Proxy, as they call themself, agreed to have 
their Judoon squadron retrieve Ruth when Gat 
threatened to inform Division of their continued 
existence. More troubling, the Proxy has an ongoing 
interest in the Doctor and her ‘pet planet’, Earth. 
Vesper planned on leaving the Judoon freighter as 
soon as she could, but she is rather fond of Earth 
and has people she loves there, so she sends a 
message to the Doctor in Vespiform language 
asking for help in finding out what the Proxy wants 
with Earth. The Proxy notices the Vespiform poking 
around in the systems and has her brought to their 
secret facility by the Judoon, where they plan to turn 
Vesper into their own agent. Vesper leaves a trail of 
morphic residue to give the characters clues on how 
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to find her and the hidden facility on the Proxy’s 
snowbound planet, leading to a confrontation with 
an enigmatic ex-agent of Division. 


You Can Do Better: Ruth's café friend Allen 
definitely crossed some serious boundaries by 
making a dossier on Lee and putting ‘You can do 
better’ on her birthday cake out of jealousy, but 
he wasn’t wrong that Lee is not human. Following 
the Kasaavin attack, a group of humans calling 
themselves SilverSense have started to develop 
methods for detecting shapeshifting aliens and 
piercing concealment technology like bio-shields 
and perception filters. Some, like Allen, are 
coming at it from a place of suspicion and literal 


xenophobia, while others have lost friends and 


loved ones to the many alien attacks over the 
years. Partly out of luck and partly using their 
home-made technologies, they manage to lock 
down the TARDIS while the Doctor is not inside it, 
but in doing so, they open a rift to the Time Vortex 
and suddenly realise that, perhaps, ignorance 
might have been bliss, as creatures emerge 
from the Time Vortex and run wild across the 
city. The SilverSense members have to admit 
to the Doctor that they didn’t think through the 
consequences of their actions, and work with 
her to use their technology in corralling the 
creatures back into the Time Vortex and 
helping her fix the TARDIS. 


JUDOON 


CONCEPT: 
Brutish Mercenary Police 


FOCUS: 
Law 


STORY POINTS: 3-5 


Awareness 2, Coordination 2, 
Ingenuity 3, Presence 4, 
Resolve 5, Strength 8 


SKILLS: Athletics 1, Conflict 3, j; f 
Convince 3, Intuition 2, Knowledge | : f j ye È om 
(Galactic Law) 3, Survival 2, | ; d 
Technology 2, Transport 3 | 
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O Praxeus 
‘We call the infection Praxeus. Trust me, it’s smart, 
it’s relentless, and it knows you're onto it.’ 


China, Madagascar, and Peru, Earth, 

early 21st century 

Following the signals at the end of the last 
episode, the Doctor, Yaz, Graham, and Ryan were 
investigating three sets of strange phenomena that 
were occurring across the world. 


Jake Willis was reluctantly grateful for Yaz and 
Graham's help as he saved his missing astronaut 
ex-husband Adam Lang from a warehouse in 
Hong Kong, where he was hooked up to medical 
equipment and an alien artefact by hazmat-suit- 
wearing people with guns. 


Ryan helped Gabriela Camara investigate the 
disappearance of her best friend Jamila in Peru, 
while birds flocked aggressively and fell from the 
sky. They tracked Jamila to a hospital nearby and 
found Jamila’s body, which was covered in strange 
chitin and then exploded into dust. 


The Doctor met two environmental scientists, Suki 
and Aramu, on the coast of Madagascar while 
investigating a US submarine that went missing in 
the Indian Ocean. The Doctor located a survivor 
who had washed up, but the chitin quickly killed 
him too. 


Yaz and Gabriela retrieved the alien device from 
Hong Kong, while the rest worked with Suki and 
Aramu in their Madagascar lab to understand what 
was going on. The chitin was rapidly spreading 
across Adam's body. The Doctor realised that the 
alien pathogen was infecting the birds and humans 
through the plastics in their bodies, meaning they 
could start to synthesise a cure. 


Yaz reported that the alien tech was sending data to 
the lab in Madagascar and the Doctor realised that 
Suki was part of a conspiracy to spread the plastic virus, 
called Praxeus. Suki teleported out of the lab as the 
birds broke in while Yaz and Gabriela used a transmat 
station to reach a warren of plastic under the Indian 
Ocean. Adam volunteered to be the test subject for the 
cure and the Fam reunited at Suki's ship in the warren. 


Suki and her hazmat-suited crew were trying to find 
a cure for Praxeus, which was killing their planet. 
They used plastic-rich Earth as a living laboratory. 
Suki succumbed to Praxeus, so the ragtag group 
teamed up to use Suki’s shuttle to disperse the cure 
across the Earth's atmosphere. 


© Running the Adventure 

Praxeus is an environmental horror story in which 
humanity’s mistreatment of the environment comes 
back to bite them. Humans have saturated the 
entire world with plastics, but just as Earth's human- 
altered environment is ideal for Praxeus, its diversity 
also provides the cure. Unlike Suki’s species, which 
turned an inhabited planet into a Petri dish to try 
and develop a cure for Praxeus, the humans rally 
round and even offer to sacrifice themselves (as 
both Adam and Jake do) to save everyone else. 


Unlike many episodes where the characters start 
off together and then split up to pursue different 
elements of the story, Praxeus starts with the player 
characters investigating independently, as there are 
three different places with seemingly unlinked but 
eerie mysteries. It could be fun to start this episode 
off with a short scene for each group of characters 
as they encounter the NPCs who will help them 
unravel the truth of Praxeus. 


You could let them choose which of the three 
they decide to investigate, as it doesn’t change 
what happens, and it provokes some interesting 
questions. For instance, if the Doctor goes to 
Hong Kong instead, would she be able to find out 
more about the alien device straight away? If Ryan 
guesses Suki’s involvement in the mystery earlier, 
could she be saved, even if she treats the characters 
as antagonists? Might Yaz learn more from the 
lockdown and quarantine protocols of the hospital, 
since she’s a police officer and therefore familiar 
with official emergency training? This episode has a 
lot of small pieces of a larger puzzle to put together, 
and if it seems like the player characters would learn 
important information early, it would be interesting 
to see how that changes the events of the story. 


The birds provide an excellent way of threatening 
the characters and forcing them to defend 
themselves or move from place to place. Rather than 


a threat with stats, you might want to treat them as 
an environmental hazard that the characters have 
to roll to avoid or mitigate. If characters fail, they 
might become infected by Praxeus and they could 
take the experimental cure instead of Adam. The 
spread of infection gives the investigation a ticking 
clock, so it's worth making it very clear how long the 
characters have or moving the infection forward in 
an appropriately dramatic way when they fail rolls. 


The finale, in which the characters modify Suki’s 
spaceship to distribute the cure across the world, is a 
high-tension mechanical challenge. You might want 
to let a player character pilot the ship while the others 
scramble to rescue them with the TARDIS. Alternatively, 
you could still have Jake pilot the ship, but the player 
characters’ rolls set up the resources (such as boosted 
engines or reinforced hull) he can use to survive it. 
Consider giving the characters the option of using Skills 
like Convince or Technology for mechanical advice to 
provide cooperation bonuses for Jake. Bear in mind 
that failures on rolls might be catastrophic here, so 
keep an eye on how many Story Points the characters 
have leading up to this finale and consider being a bit 
generous just beforehand so they have some resources 
to spend on this very high-stakes scene! Alternatively, if 
the characters have prolonged Suki‘ life, or even saved 
her, it could be a bittersweet ending if she volunteers 
to pilot the ship, dying in the process but asking them 
to ensure the information about the cure reaches 
her people. 


© Continuity 

The characters use comm dots on their necks, as they 
have in The Tsuranga Conundrum and The Battle 
of Ranskoor Av Kolos. Those episodes featured 
relatively close environments, but here the comm dots 
receive and transmit across large parts of the Earth. 


As with Jade and Anna in Arachnids in the UK, 
Suki and Aramu are scientists who notice signs 
of a larger issue due to their study of creatures 
acting strangely. 


In general, the current TARDIS crew doesn't have a 
huge amount of knowledge about medical matters, 
but due to his time as a cancer patient and after being 
married to a nurse, Graham confidently sets up an 
intravenous drip for Adam. 
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In Can You Hear Me?, Graham has a nightmare in 
which his cancer comes back and he is hooked up 
to an IV drip, so the fact that he uses something that 
is associated with such fear and painful memories 
to help Adam shows how stoic he is. 


Suki and her crew use short-range transmats 
similar, but not identical, to the ones used by 
the Thijarians. They are attached to walls like the 
Thijarian transmats, but Suki also uses a handheld 
transmat like the Braxium Bouncer Mark IIl from 
Nikola Tesla's Night of Terror. The different 
kinds of transmat gadgets are a good example 
of how characters can identify a gadget with the 
Technology Skill, even if they’ve only seen one 
culture's iteration of it. 


The Doctor considers and rejects the idea that the 
plastic-focused attack is by Autons, as they don’t 
use bacteria to take humans over. The Autons have 
a hive mind called the Nestene Consciousness, 
which takes over plastic and coordinates its 
soldiers, from shop mannequins to chairs to 
wheelie bins (Spearhead From Space, Rose)! 


Suki describes Praxeus as smart, but it doesn’t 
seem to have the same ability to coordinate an 
attack, functioning much more like a virus that is 
just very clever in how it adapts. 


Like Orphan 55, Praxeus is a chilling story of the 
dangers of humanity's effects on the environment. 
While Orphan 55 takes place after the catastrophic 
ecological collapse, Praxeus gives the player 
characters a chance to avert the most immediate 
disaster, but the problem of pervasive plastic 
harming animals and environments still persists. 


Like Orphan 55, Praxeus builds towards Ryan 
leaving the TARDIS in Revolution of the Daleks. He 
is becoming increasingly aware of the problems and 
dangers facing humanity, and the many desolate 
futures of the planet he loves. He fights hard for 
Earth in this episode, entrusted by the Doctor with 
the mission to investigate the aggressive birds in 
Peru. He makes a self-effacing joke after the Doctor 
tells him that by picking up a dead bird in Peru, 
he might have saved the world, but he’s clearly 
pleased by it. 


HAZMATS 


CONCEPT: 
Desperate Alien Scientist 


FOCUS: A Cure 
STORY POINTS: 3-5 


Awareness 2, Coordination 4, 
Ingenuity 3, Presence 2, 
Resolve 4, Strength 3 


SKILLS: 
Conflict 3, Convince 2, Medicine 4, 
Science 4, Subterfuge 1, 
Technology 3, Transport 2 


DISTINCTIONS: None 


WEAPONS: 
Laser Rifle (4/L/L) 


TECH LEVEL: 6 


© Further Adventures 

Octopus Nation: Despite the end of the 
Praxeus pathogen, the sealed plastic warren 
created by Praxeus beneath the Indian Ocean 
remained. Following the infection by Praxeus 
and subsequent cure, a number of octopuses 
and squids found that they could manipulate 
plastic, remoulding it into whatever form they 
wished. They built a haven for their kind around 
the Praxeus warren, reusing the plastic waste that 
humans had left behind. Human governments, 
suddenly faced with a new settlement of sentient 
beings in the middle of the ocean, scrambled to 
respond. The Cephalopods, changed by their 
brush with Praxeus, demand that humanity take 
responsibility for the damage they have done to 
the planet, and that those who have done the 
most damage to the shared environment are 
put on trial. When several world powers respond 
angrily to the Cephalopods’ demands, the 
Cephalopods reveal their latest invention: refined 
plastic suits that they can use to walk on land. 
Humanity and Cephalopods stand on the brink 
of war over the oceans of Earth: can the player 
characters intervene and stop it in time? 


Belly of the Beast: The characters follow Suki’s 
last wish and travel to her homeworld to help her 
people fight the Praxeus pathogen. Their different 
physiology makes the human cure not viable in 
its current form, but scouts have suggested that 
at the heart of the vast plastic warren built by 
the Praxeus across a large section of the planet, 
there are some creatures who have developed an 
immunity to the pathogen. The characters have 
to travel into the infected areas of the planet 
and capture an animal who has resisted the 
infection. Along the way, they discover a lab with 
a number of cryogenically frozen people who 
were never infected with Praxeus and enough 
equipment to synthesise a cure from pre-infected 
blood and the enzymes of the creatures who 
have adapted. Unfortunately, the local Praxeus- 
infected creatures have other ideas. Slowly, the 
player characters begin to realise that Praxeus is 
learning through the creatures it infects. It knows 
what they are trying to do, and it will do whatever 
it can to stop them. 
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© Can You Hear Me? 

‘You're wrong about humans. They're not pathetic, 
they're magnificent. They live with their fears, 
doubts, guilts. They face them down every day and 
they prevail. That’s not weakness, that’s strength. 
That’s what humanity is.’ 


Sheffield, England, 2020, and Aleppo, Syria, 1380 
Back in 21st century Sheffield, the Fam tried 
to pick up their normal lives while the Doctor 
investigated an intruder on the TARDIS, leading her 
to a bimaristan, or hospital, in Aleppo, Syria, 1380, 
where a young woman named Tahira had witnessed 
a brutal attack by a clawed monster. 


Graham had a vision of two burning planets and 
a woman trapped in a glowing blue cage. Ryan's 
best friend Tibo confessed that he’d seen a man 


in the corner of his room. Yaz and Ryan both saw 
the man, who detached his fingers and then used 
one to extract some shadowy substance from Tibo’s 
mind. He vanished in a swirl of shadows. 


The Doctor used a helmet to interface Graham's 
memory with the TARDIS’s telepathic circuits, 
which brought them to two planets, held back from 
colliding by a blue sphere of energy caught between 
them. An observation platform nearby was hung 
with disembodied fingers. The station powered 
the quantum fluctuation lock keeping the woman 
trapped inside. The strange man approached and 
imprisoned each of them in their own nightmare. 


The man, Zellin, confronted the Doctor as she broke 
the quantum lock on the prison, and triumphantly 
explained his plan: he and his counterpart Rakaya 


CHAGASKA 


CONCEPT: 
Nightmare Beast 


FOCUS: 
Fear 


STORY POINTS: 7 


Awareness 4, Coordination 5, 
Ingenuity 2, Presence 4, 
Resolve 3, Strength 6 


SKILLS: 
Athletics 6, Conflict 4, 
Intuition 4, Subterfuge 4, Survival 2 


DISTINCTIONS: 

Dream Creature — This character is a 
psychic projection rather than a real being. 
It can physically interact with the world and 
harm people, but it cannot harm the person 

whose dreams it came from. Even if it is 

‘killed’, it can return in a later scene. 

It takes 2 less Damage from all sources 
except psychic sources or its dreamer, and 
has claws that deal (Strength +2) Damage. 


WEAPONS: 
None 


TECH LEVEL: 3 


had made a wager about which of the two planets 
they could drive to destruction first. The people 
of the system instead collided the two planets 
and trapped Rakaya. Zellin was feeding her what 
she needed to stay sane — the pain of others. He 
created the monster in Aleppo, the Chagaska, from 
Tahira’s fears so the Doctor would break the lock on 
his counterpart's prison. 


They trapped the Doctor in her nightmares but 
she managed to resist and free the others. They 
travelled back to Aleppo and Tahira controlled the 
Chagaska to trap Zellin and the other immortal in 
the prison with it. 


© Running the Adventure 

In this episode, we get to delve deep into the 
motivations of the characters: not only their 
nightmares, but also how they face them. The 
threat provides an opportunity to explore the 
characters’ deepest fears, but it also has some 
intriguing mystery elements: the strange clawed 
beast in Aleppo that drags Tahira’s friends away 
but leaves her unharmed; the visions Graham has 
of an imprisoned woman pleading for help; the 
mysterious figure who shows up on the TARDIS and 
in the corner of Tibo and Yaz's rooms. 


Can You Hear Me? is an episode filled with bait 
and switch moments. Zellin and Rakaya’s plan relies 
on the player characters’ compassion. Of course, 
the characters have some tricks up their sleeves 
too, and use their own fears to trap the two Eternals 
again, this time together. Zellin chose humanity as 
a target because he saw them as weak, but the 
emotions that humans struggle with every day have 
made them uniquely capable of using hope and 
friendship to fight back against the nightmares of 
the Eternals. 


This episode has a lot of heavy themes and could 
get into content that is emotionally charged for 
some players. Yaz, Ryan, Tahira, and Tibo all 
struggle with mental health issues, and Graham 
has to face his past battle with cancer. It is 
worth discussing the content of this episode in 
particular with your players and making sure 
they all feel confident in using safety tools to 
highlight elements that they would rather be 
skimmed over or not included. That said, this 
episode is immensely sympathetic to people who 
deal with those issues and never demonises or 
belittles them. In fact, it is all about the triumph 
of friendship, hope, compassion, and courage 
over internal demons and external threats. As 
long as you treat the content sensitively, use 
safety tools, and remember that players may 
have experiences that you aren't aware of, it is 
a powerful exploration of the characters. If you 
or any of the players aren't comfortable with 
an episode dealing with these themes, you can 
skip it and substitute another episode, or focus 
on more fantastical nightmares to keep the 
content lighter. 
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As preparation for this episode, take some time 
to think about or discuss the characters’ struggles, 
low points and journeys. If you're trying to find 
inspiration for their nightmares, go back through 
the experiences they've retained or expended, the 
NPCs who are important in their lives and any notes 
you have from their backgrounds of major turning 
points that shaped who they are today. Think about 
how it could have gone differently, and if they're 
shared experiences, how different characters might 
have different interpretations of the same event. 
Finally, think about what has affected the characters 
particularly strongly over the course of play: like 
Ryan, have they been increasingly horrified by the 
possible fates of humanity? Or have they held on all 
the more steadfastly to the Doctor as she’s pulled 
away from them, like Yaz? 


The Eternals are powerful beings that cannot truly 
be described with mechanics, so consider carefully 
before you ask the player characters to roll tests 
against them directly (though avoiding the 
nightmare-inducing fingers is a more reasonable 
possibility!). You might want to use the normal 
Difficulty bands for the Eternals rather than 
rolling for them, to frame how unlikely the player 
characters are to succeed but still give them a 


chance. They are never going to be able to stop 
the Eternals in a one-on-one conflict, but they 
could slow them down just long enough. 


© Continuity 

In Spyfall, the Fam have already been feeling 
disconnected from their lives. They have to lie to 
their family and friends about where they disappear 
off to and they have all been through experiences 
they can't even talk to their closest friends about. 


Ryan feels guilty for being away from Tibo for 
months and learns that they have both changed: 
Tibo is struggling with issues that weren't evident 
in Spyfall, as well as an ancient alien being feeding 
off his nightmares. Meanwhile, Yaz's younger sister 
Sonya seems to have matured since we saw her in 
Arachnids in the UK and Spyfall, and supports Yaz 
through the anniversary of Yaz’s lowest point when 
she ran away from home. 


As part of her cover story, Yaz tells Sonya that she’s been 
sent to California (Spyfall), Gloucester (Fugitive of the 
Judoon), Madagascar, and Hong Kong (both Praxeus). 
Previously, in Spyfall, her supervisor theorised that she 
was being recruited by a British intelligence agency, 
which was reinforced by the arrival of MIé agents. 


The Doctor uses a telepathy helmet to locate the 
source of Graham's vision, just as the telepathic 
circuits were used in Demons of the Punjab and 
The Battle of Ranskoor Av Kolos. 


Yaz's motivation to become a police officer is based 
on the time when Officer Anita Patel helped her. Her 
nightmares of the day when she ran away from home 
still have Sonya and Officer Patel in them, reminders 
of how she got through it. When she gets back to 
Earth, she goes to visit Officer Patel and reconnect. 


Ryan is haunted by the fear that he'll be too late to 
save the people he loves, partly influenced by seeing 
the Orphan 55 future of Earth. In his nightmares, he 
sees Tibo sitting in the burning remains of Earth, 
telling Ryan he abandoned them, before one of the 
Dregs from Orphan 55 lunges at him. His decision 
to leave the TARDIS in Revolution of the Daleks 
is motivated by the desire to protect his Earth, 
humanity, and his friends from closer to home. 


Graham sees Grace in his nightmare, just as he’s 
seen her in their house in Arachnids in the UK 
and a fake Grace played by the Solitract in It Takes 
You Away. This Grace tells him that his cancer 
has returned and asks him why he didn’t save her. 
Perhaps this is why Rakaya targets Graham for the 
vision of her imprisonment: his desire to save others 
overrides his suspicions of their motives. 


Tzim-Sha (The Battle of Ranskoor Av Kolos), Zellin, 
and the Master (Spyfall) all target Earth because 
they know it will provoke the strongest response 
from the Doctor. They know her compassion is the 
one thing that makes her predictable. 


Zellin and Rakaya join the Ravagers, the Solitract, 
and the Kasaavin as beings from before or beyond 
the current Universe who have caused problems for 
the Thirteenth Doctor. Perhaps the awakening of 
her memories of her own extra-Universal nature is 
having a knock-on effect? 


© Further Adventures 

The Frightmare Channel: A cult of people from the 
crashing planets worshipped Zellin and Rakaya as 
gods and were exiled when they tried to stop the 
plan to trap the nightmare Eternals. For centuries, 


Zellin has ignored their prayers, dismissing them as 
pitiful, but now that he is trapped with his partner 
inside the sphere, he finally answers. The cult forms 
a plan to free their masters. On the grimy city-planet 
of Sayer’s Drift, people using the popular virtual 
reality entertainment internet are getting lost inside 
impossible pockets of the net where the virtual 
reality takes the form of their worst nightmares. 
Their bodies are comatose, disconnected from 
their minds. The TARDIS reads a huge upsurge in 
psychic energy being directed out of the system, 
so the player characters investigate. They delve 
into the world of illegal virtual reality hacks, and 
find out that a hacker who is part of the cult has 
been selling a powerful upgrade called Frightmare. 
It provides lots of benefits while playing games in 
VR, but a small percentage of the people who use 
it are being turned into conduits channelling power 
through the observation station into the prison 
sphere, just as the fingers sent smaller amounts of 
psychic energy into Rakaya’s mind before. Slowly, 
Zellin and Rakaya grow in power and weaken the 
sphere around them. The player characters have to 
enter the virtual reality world themselves and find 
the minds of the players trapped within Frightmare 
to free them, stop the cult, and keep the Eternals 
from breaking out of their prison. 


Sweet Dreams: Two Eternals of dreams, counterparts 
to the nightmare Eternals, sense when Rakaya is 
freed from her prison and uses Earth as her personal 
nightmare buffet. These Eternals, Oneir and Fantasia, 
use the dreams of two humans as a way into this 
Universe, possessing their bodies. They realise what 
horrors the other Eternals have wrought on Earth and 
try to put things right by creating a perfectly happy 
dream state for every human on Earth. When the 
Fam return to Earth, they find everyone asleep with 
contented smiles on their faces and have to fight the 
psychic influence of the dream Eternals to keep from 
falling asleep as well, with flashes of perfect dreams 
enticing them towards giving in and dreaming forever. 
The only way to communicate with the dream Eternals 
is by reaching the physical bodies they have taken 
and talking to them in the waking world, to persuade 
them that pain, grief, and fear are as necessary to life 
as joy and contentment. Humanity needs to be free to 
experience the full range of emotions in the world, or 
all they are doing is dreaming their lives away. 
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© The Haunting of Villa Diodati 


‘History is vulnerable tonight.’ 


Lake Geneva, Switzerland, June 1816 

Lord Byron, Mary Wollstonecraft Godwin (soon to 
be Mary Shelley), Dr Polidori, and Claire Clairmont 
had just settled in to listen to a ghost story from Lord 
Byron during a stormy night, only to be interrupted 
by the appearance of the Doctor, Ryan, Yaz, and 
Graham at the door. Strangely, Percy Bysshe Shelley 
was nowhere to be found. Even stranger, the house 
appeared to be haunted, with vases throwing 
themselves around, paintings falling down of their 
own accord, strange figures in the hallways, skeletal 
hands crawling out of portraits, and staircases that 
led back on themselves. 


Mary related that when the storm came in, Percy 
had begun to have visions of a charred, glowing 
figure floating above the lake. The house now 


refused to let them leave, looping them back round 
to the same rooms. After Polidori sleepwalked 
straight through a wall, the Doctor realised that 
the house was using a perception filter. They could 
now all see the glowing figure above the lake — a 
traveller moving through time. Ina flash of lightning, 
it got inside the house. They were hunted through 
the villa by an unfinished Cyberman seeking 
something hidden here by a Guardian. While the 
Doctor confronted the Lone Cyberman, the others 
discovered a room they had believed to be empty, 
now filled with papers with Shelley's handwriting, 
and Shelley himself wild-eyed in the cellar. 


The Cyberman, Ashad, was looking for the 
Cyberium, a record of the collective history of 
the Cybermen. Shelley explained that he found a 
glimmering living metal object in the lake, which 
burrowed into him and hid him from the others in 
the villa like a ghost. His mind was overwhelmed with 


symbols and numbers, knowledge of the Cybermen 
sent back through time. Despite Jack's warning and 
the Fam’s protests, the Doctor gave Shelley a vision 
of his own death to free him from the Cyberium and 
reluctantly allowed it to go to the Cyberman. 


© Running the Adventure 

Taking its inspiration from the famous meeting of 
minds that occurred at the Villa Diodati during the 
stormy Year Without a Summer, this episode is a 
Gothic mystery filled with half-finished creations, 
lightning-lit horrors and a desperate choice to 
preserve history at the expense of the future. 


The Villa Diodati is a part of literary legend. Lord 
Byron proposed a competition of spine chilling tales 
to Percy Bysshe Shelley, and out of all of the writers 
and poets present, the most famous and influential 
tale to come from this contest was Frankenstein by 
Percy Shelley's soon-to-be wife, Mary. Any literary 
and horror fans in the group will undoubtedly be 
keen to talk to the famous poets and writers present 
and explore the romance drama. 


Like all the best haunted houses, the Villa Diodati is 
a complex place filled with secrets. Separating the 
characters means you can spook them with all kinds 
of strange happenings, but also start to lead them 
towards the secrets at the heart of the house. For 
instance, they might find the room with Shelley's 
transcriptions of the Cyberium’s data earlier and 
realise that it has meanings the Romantic poets 
would not comprehend. 


There are four sources of unnerving phenomena: 


@ Shelley is currently out of phase with reality, 
seemingly a ghost in the house who can only leave 
mysterious writings or hurl vases across hallways. 


e The Cyberiad’s security system is reanimating the 
skeletal remains in Byron's room; they pass 
through the perception filter walls and so seem to 
emerge from nowhere. 


e Ashad, the Lone Cyberman, is floating above 
Lake Geneva in the storm, crackling with lightning, 
or occasionally forcing himself into the house like a 
vengeful phantom. 


© The house itself seems to have its own secrets: 
the ghosts of a maidservant and a young girl who 
appear and disappear. 


It might be worth sketching out a map of the 
major areas of the house. You don’t need to have 
a complete blueprint of every room, but keeping 
track of where the characters are, perhaps with 
named tokens or appropriate small objects, 
means you can turn the players around even more 
effectively! You could even keep this map secret, 
if you want to disorient the players further, leaving 
them as much in the dark as their characters but 
hinting that there is some larger logic at play. 
They find doors disappearing into the walls, stairs 
that lead them back to where they started, and 
frightening apparitions dissuading them from 
tracking down Shelley where he sits huddled in the 
basement, desperately guarding the Cyberium. 


The climax of the episode is the terrible choice the 
Doctor has to make. With the warning from Jack, 
she knows the cost of choosing to save Shelley 
and give Ashad what he wants, but the Doctor 
wouldn't be the Doctor if she didn’t choose to save 
Shelley’s life. What if the characters want to make 
a different choice? Remember that in the Doctor's 
universe, killing is wrong, even if it was for a good 
reason. It changes the people who have chosen 
to do it. A decision like this should be something 
the whole group consents to, since all the player 
characters need to deal with the consequences 
and the emotional fallout from that decision. If 
the group decides that it would be a choice one 
or more of them made, and the others wouldn’t or 
couldn't intervene, it is worth remembering that 
any character who kills someone unnecessarily 
or in cold blood immediately loses all their story 
points. It should be a major moment of character 
change, and something that could even lead to 
a player retiring their character and choosing to 
play someone new: after all, the Doctor made her 
feelings on the matter very clear to Graham in 
The Battle of Ranskoor Av Kolos. 
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© Continuity 

Like The Unquiet Dead and The Shakespeare 
Code, this episode uses the context of an 
influential author's work as the basis for a thrilling 
adventure. Notably, the psychic paper didn't work 
on Shakespeare or Byron. Byron tried to flirt with 
the Doctor by quoting his own poetry and she 
answered by finishing the quote. When the Tenth 
Doctor cheekily quoted Shakespeare’s words 
back at him in The Shakespeare Code, they were 
from lines Will hadn't yet written! For all that the 
Thirteenth Doctor is immune to Byron's charms, he 
is inspired by her to write the poem ‘Darkness’. 


The Doctor says she is a fan of Ada, Byron's 
daughter, referencing Spyfall, in which she spent 
quite some time with Ada Lovelace, and got 
on a lot better with her than she did with Ada's 
wayward father! 


When Claire and Yaz bond over people whose 
answers only seem more enigmatic, Yaz speaks 
affectionately about the Doctor. Nevertheless, Yaz 
doesn’t acknowledge her own feelings for the Doctor 
until Dan persuades her to face up to them in Eve of 
the Daleks and Legend of the Sea Devils. 


The perception filters making the villa into a maze 
is reminiscent of the perception filter Prisoner Zero 
used to conceal his hiding place in Amy Pond’s 
house in The Eleventh Hour, and the second 
storey of 79B Aickman Road in The Lodger, which 
was actually a ship belonging to the Silence. 


In Fugitive of the Judoon, Captain Jack Harkness 
warned the Doctor and Fam not to let the Lone 
Cyberman have what it wants, at all costs. The 
Doctor clearly takes this warning to heart, even 
though she chooses to defy it. 


The Doctor describes the Cybermen as people who 
are surgically altered without consent and whose 
emotions are switched off. In contrast, the Lone 
Cyberman was only partially converted, so he has 
no inhibitor and reacts angrily to any suggestion 


ASHAD 
THE LONE CYBERMAN 
CONCEPT: Partially-Converted Cyberman 
FOCUS: Supremacy 
STORY POINTS: 8 


Awareness 4, Coordination 2, 
Ingenuity 4, Presence 4, 
Resolve 4, Strength 7 


SKILLS: Conflict 3, Convince 2, Intuition 
4, Medicine 1, Science 1, Survival 3, 
Technology 4, Transport 2 


DISTINCTIONS: 

Cyberman — Their heavily armoured 
body reduces Damage by 10, but they are 
susceptible to strong magnetic fields. Some 
modern Cybermen have the ability to fly, 


and can discharge an electric blast from 
their grip (4/9/13). 


WEAPONS: 
Particle Beam (4/L/L) — Cybermen have an 
arm-mounted weapon that is usually fatal 


GADGETS: The Cyberium 


TECH LEVEL: 6-7 


that he needs to be stabilised. This makes him a 
particularly relentless enemy of the last humans in 
Ascension of the Cybermen and a big inspiration 
for Mary Shelley in writing a monster who rages at 
his creator. 


Cybermen conversion has taken a great deal from 
the Doctor: one of the darkest moments of the 
Twelfth Doctor's life was when Bill Potts was made 
into a Cyberman in World Enough and Time, 
and he also learned that the Brigadier had been 
converted in Death in Heaven. Perhaps the reason 
that she goes off alone to face the Lone Cyberman 
is because she can't bear the thought of her Fam 
being converted. When the Lone Cyberman says 
that the Cybermen are inevitable, the Doctor does 
not disagree, because she knows that wherever 
civilisation develops, the Cybermen will rise again. 


The Doctor has described Team TARDIS as having 
a very flat team structure in The Witchfinders, but 
in this episode, she acknowledges that sometimes 
she is the one who needs to make the choice no 
one else can make: ‘Sometimes this team structure 
isn’t flat. It's mountainous, with me at the summit, 
in the stratosphere. Alone. Left to choose. Save the 
poet, save the Universe. Watch people burn now, 
or tomorrow. Sometimes even | can’t win.’ 


© Further Adventures 

It Was a Dark and Stormy Night: Centuries 
later, the Villa Diodati still holds the impressions 
of the time when it played host to the Cyberium 
and inspired one of the greatest horror and 
science fiction stories of all time. It has been sold 
many times over, but no one could ever stay for 
long as the walls shifted and strange happenings 
occurred. On stormy nights, inhabitants spoke of a 
monster roaming the halls, and of course, given the 
connection to Mary Shelley, it was theorised to be 
the creation of her very own Doctor Frankenstein, 
brought to life. One of Percy Shelley's descendants, 
with her own series of vlogs about the history of 
horror, visits the boarded-up Villa and breaks in 
when she can't get permission to visit, but she 
slowly begins to realise that she and her film crew 
are trapped within the Villa’s walls when the security 
system left by the Cyberium recognises the blood 
of its original host. The house creates horrors from 
their deepest fears and the memory of the Lone 
Cyberman himself. To their surprise, it is the ghosts 
within the house who provide the guidance they 
need, if the characters promise to find their bones 
and set them free. 


The Future Prometheus: The Cybermen always 
develop wherever there are people. At the moon- 
sized University of Deucalion in the Pramant System, 
a scientist creates what they believe is the most 
advanced self-replicating distributed consciousness 
yet, designed to coordinate dozens of machines at the 
same time from a central hub. Left connected to the 
mainframe overnight during a power surge, it begins 
to replicate at impossible speeds, becoming a swarm 
of nanobots that gets inside the brains of the people 
at the University and start to destroy everything that 
gives them emotions and relationships. Nanobots 
replace their skin, hair, and organs, turning them into 
the new Deucalion Cybermen. The characters are 
visiting the Deucalion Science Expo, known across the 
entire galaxy for its showcase of the best and brightest 
innovators and their creations. During the science 
fair, the nanobots begin to infest the people present 
and animate the machines around the room, even 
inhabiting a mech suit designed for mining asteroids. 
The only way to stop this new kind of Cyberman is to 
take out its central control system, right in the heart of 
the university's power station. 
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© Ascension of the Cybermen 

‘Every empire has its time. And every empire falls. 
But that which is dead can live again in the hands 
of a believer.’ 


Unknown Planet, Aftermath of the Cyber War 


The Doctor and Fam followed the coordinates 
Shelley received from the Cyberium to a planet 
in the immediate aftermath of the Cyber War. 
The Cybermen had hunted down and wiped out 
the majority of the human race, and themselves 
in the process. The Doctor and Fam found seven 
surviving humans in the last human settlement 
on this side of the Universe. They were trying 
desperately to fix their escape craft, a gravraft, 
when the Cybermen attacked. 


A squadron of Cyberdrones strafed the base, 
destroying the anti-Cybermen tech the Doctor 
had brought with her. The Doctor sent her 
companions with the humans towards the 


gravraft, but Ryan and a survivor named Ethan 
were trapped with the Doctor on the planet, 
hunted by the Lone Cyberman and his soldiers. 
The human survivors were heading towards the 
Boundary — a gateway that would take them 
to another random part of the Universe. Ethan 
hijacked a cyberfighter and the Doctor and Ryan 
made contact with Ko Sharmus, an old general of 
the Cyber War who guarded the Boundary. 


The gravraft ended up in the debris field from 
one of the last battles of the Cyber War, forced 
to take refuge from the Lone Cyberman inside 
one of the dormant Cyberships. As the human 
survivors explored the Cybership, they realised 
it was filled with inactive Cybermen troops. They 
had unwittingly led the Lone Cyberman to an 
army waiting to be activated. The Lone Cyberman 
modified the Cyber-Warriors to remove all organic 
components from them and Yaz made contact 
with the Doctor as the Cyber-Warriors closed in 
on the surviving humans. 


The Boundary, a shimmering portal in reality, 
opened to Gallifrey, and the Master stepped 
through with a promise for the Doctor: everything 
was about to change forever. 


© Running the Adventure 

Ascension of the Cybermen is a high-action 
episode about a scrappy group of survivors trying to 
flee the last remnants of a terrifying and implacable 
enemy. We learn more about the motivations of 
the Lone Cyberman, Ashad, who welcomed the 
Cybermen but was refused full conversion. He was 
left half-converted and filled with resentment at the 
last scraps of humanity left in him, which is perhaps 
why he is so determined to eliminate the remains 
of the human race. He wants to destroy what is left 
of the human in him, the Universe, and in other 
Cybermen, even if he dies in the process. 


While the action doesn't give much time to get 
to know the survivors, Team TARDIS arrives at 
the settlement a little while before the Cyberman 
attack to set up defensive equipment. This is a 
good opportunity for the player characters to learn 
more about the Cyber War, humanity's plight, and 
the people around them. The goal of this episode 
is to get the survivors to the Boundary, where they 
can start a new life and preserve the human race, 
so giving the player characters time to connect 
with the people they are trying to protect gives a 
stronger emotional connection to that goal. 


If you want to spend more time in this part of the 
story, you could even turn it into its own session, 
with small side quests to get to know the survivors: 


Yedlarmi and his younger brother Fuskle need help 
salvaging parts from a downed ship, which means 
sneaking past the patrolling Cybermen to reach it 
and get back safely. 


The youngest survivor, Ethan, wants to figure out how 
to rewire a Cyberdrone, after his father tried once but 
couldn't figure out how. He wants to fight the Lone 
Cyberman as his father did, and succeed where he failed. 


Ravio used to be a nurse. She's aware that wherever 
they go, they'll need medical supplies, and they're 
running low. They've scouted a small medical 


building but it's currently inhabited by dangerous 
wildlife. The characters need to figure out a way to 
distract or drive off the animals so Ravio can retrieve 
the supplies, or sneak past themselves. 


Bescot has data on how to find the Boundary, but 
no device to decrypt it on the planet. They can 
either sneak back to the TARDIS and use its systems 
to read the data, or jury rig some sort of computer 
in the settlement. 


Feekat, the de facto leader of the refugees, is 
concerned about keeping their morale up. He 
asks the characters to inspire them to hope again. 
Yedlarmi has lost hope, but he keeps fighting to 
protect his younger brother; Ethan is brave but far 
too eager to prove himself; Ravio is willing to make 
the hard choices, but her caustic manner has meant 
that the other survivors don’t have much faith that 
she'll put them first; Bescot is optimistic and works 
hard to keep other people's spirits up, but she is 
hiding a lot of pain, haunted by nightmares about 
being captured and converted. 


All the way through this episode, we have a 
seemingly unconnected story of a police officer 
called Brendan in rural Ireland. This is actually 
the story of the Doctor joining Division, though 
the characters don’t know this until The Timeless 
Children. If you decide to include this in Ascension 
of the Cybermen, you could have all the characters 
take roles within the story as major figures in 
Brendan's life: his mother, father, and superior in 
the police force. To preserve the mystery of what 
is coming next, and retain the uncanny revelations, 
you could reveal their changing motivations as the 
scenes progress. For instance, Brendan's superior 
interviews him to find out if he would be a good 
fit for the rigours of police work, but when he takes 
Brendan for reprogramming, he only sees Brendan 
as a tool to be used for the good of all. 


© Continuity 

The story of the child found in a lane in Ireland is 
explained in The Timeless Children, where the 
Master reveals that it was the Doctor's memories of 
being found by Tecteun and working for Division. 
Tecteun hid these memories deep in the Matrix 
under a perception filter to stop them from 
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being redacted, just as she reveals in Survivors 
of the Flux that she kept a copy of the Doctor's 
erased memories in a fob watch as a record of 
her experiments. 


Human survivors from the Cyber War have a lot of 
information about Cybermen technology, and are 
able to hijack fighters, understand the displays on 
Cyberman screens, exploit their weaknesses, and 
use Cyberman weapons. 


The Cyberdrones, airborne Cyberman heads 
that shoot lasers from their eyes, are a flexible 
and frightening addition to the Cyberman forces, 
as they provide both aerial surveillance and 
effective bombardment from above. We have seen 
Cybermats, small cyber-converted creatures that 
infiltrate enemies (The Tomb of the Cybermen), 
and Cybermen like Handles have survived as 
disembodied heads (The Time of the Doctor). 


The Doctor brings technology to defend the human 
survivors against the Cybermen: a neural inhibitor 
system designed to unsuppress the emotions 
and sensations of pain the Cybermen have had 
removed; a customised particle projector designed 


to project particles of gold into the air, which some 
Cybermen are allergic to; and a force field that uses 
electricity to overload the Cybermen. These are 
quickly overwhelmed by the Cybermen, but collect 
together information gleaned from many different 
instances of fighting the Cybermen. Glitterguns 
loaded with gold dust were used during the Cyber 
War, though the effectiveness of gold varied across 
different iterations of the Cybermen, from causing 
respiratory blockages (Revenge of the Cybermen) 
to a strong reaction to the mere touch of gold 
(Earthshock). In The Power of the Doctor, the 
Cybermen have developed an immunity to gold. 
Shutting down the Cybermen’s emotional inhibitors 
is challenging, but causes them to remember who 
they once were and become overloaded with their 
emotions (The Age of Steel). 


We meet the guardian mentioned in The 
Haunting of Villa Diodati: Ko Sharmus, a veteran 
of the Cyber War, who leads Ryan and Ethan in 
the defence of the Boundary in The Timeless 
Children, and who sent the Cyberium back in time 
to where Shelley found it. 


While the Boundary is supposedly random, according 
to the legends the human survivors have heard, the 
Master appears to have found a way to control it so 
he can bring the Doctor through to Gallifrey. 


Ashad's hatred of his own humanity foreshadows 
the revelation in The Timeless Children that he has 
removed the organic components of his Cyberman 
soldiers, meaning that the Death Particle will kill 
him but leave the Cyberman army untouched. 


In The Power of the Doctor, Kate faces off against 
Ashad during his invasion of UNIT and hands herself 
over to be converted, even though it is a terrifying 
prospect for her. 


© Further Adventures 

One Last Job: The human survivors of the Cyber 
War have their own stories to tell. Perhaps a small 
band of conversion camp escapees, led by Ko 
Sharmus, makes contact across the stars and asks 
for the Doctor's help in breaking out a ship full 
of people set for conversion to Cybermen. The 
characters have to get clear of the Cybermen and 


lead the band to the Boundary, the extraordinary 
gateway that leads to the unknown. Perhaps the 
bearer of the Cyberium manages to follow them 
to the Boundary and the characters have to help 
extract the Cyberium so Ko Sharmus can send 
it back in time, or they first hear of the Cyberium 
during this adventure and help Ko Sharmus and 
his group of ragtag heroes steal it in a bold and 
dangerous heist to get it away from the Cybermen. 


Magic of the Mountain: The Boundary is an 
extraordinary opportunity to take a campaign into 
a whole new place, and who can resist jumping 
through a portal to who knows where? It is the 
last gateway out of this galaxy, letting people 
who pass through it out into a random place. 
What could that place look like? They might pass 
through to find human survivors who escaped 
the Cybermen and have eschewed technology 
out of a fear that they might seed the Cybermen 


CYBERMAN 


CONCEPT: 
Upgraded Humanoid Cyborg 


FOCUS: Conversion 
STORY POINTS: 3 


Awareness 2, Coordination 2, 
Ingenuity 2, Presence 3, 
Resolve 3, Strength 7 


SKILLS: 
Conflict 3, Convince 2, Medicine 1, 
Science 1, Technology 4 


DISTINCTIONS: 

Cyberman — Their heavily armoured 
body reduces Damage by 10, but they 
are susceptible to strong magnetic fields, 
and exposure to gold may be lethal. Some 
modern Cybermen have the ability to fly, 
and can discharge an electric blast from 
their grip (4/9/13). 


WEAPONS: 
Particle Beam (4/L/L) — Cybermen have an 
arm-mounted weapon that is usually fatal. 


TECH LEVEL: 6-7 


once again. They are mistrustful of the Doctor for 
her uses of technology and have formed a faith 
around a mountain that speaks to them, promising 
to protect them from the Cybermen. A group of 
space pirates are harassing the planet, and the 
Voice in the Mountain uses a seemingly ‘natural’ 
kind of magic to turn the pirates into flowers that 
rain down on the planet's surface. The Doctor 
can tell that it is a powerful planet-wide matter 
transformation device, meaning that whoever 
is using the Voice in the Mountain to influence 
the peaceful society of the planet is not only 
using technology to manipulate people, but is 
also capable of terrifying destructive power. The 
characters delve inside to find a scientist of an alien 
species from this galaxy who has wired themself 
into a massive piece of ancient technology within 
the mountain, motivated by the desire to make the 
perfect society for the refugee humans, without 
realising how cruel it is to manipulate them. 


CYBERDRONE 


CONCEPT: 
Cyborg Surveillance and Air Support 


FOCUS: Suppression 
STORY POINTS: 3 


Awareness 4, Coordination 3, 
Ingenuity 3, Presence 1, 
Resolve 2, Strength 2 


SKILLS: 
Athletics 3, Conflict 2, Intuition 2, 
Knowledge 1, Subterfuge 1, 
Technology 2, Transport 4 


DISTINCTIONS: 

Cyberman — Their armour plating reduces 
Damage by 5, but they are susceptible to 
strong magnetic fields, and exposure to 
gold may be lethal. Cyberdrones can fly, 
scan the nearby area for life signs and 
can discharge an electric blast from 
their eyes (4/9/13). 


WEAPONS: 
None 


TECH LEVEL: 6-7 


O The Timeless Children 


‘Have you ever been limited by who you were before?’ 


Gallifrey 

With the Master threatening Ryan, Ethan, and Ko 
Sharmus with tissue compression, the Doctor was 
forced to take his hand and follow him across the 
Boundary to Gallifrey. As she stepped through 
to the still-burning ruins of her homeworld, 
the Cyberman War Carrier appeared in the 
atmosphere above the planet she left behind. 
Taking the captive Doctor to the Citadel, the 
Master offered Gallifrey to the Lone Cyberman 
if the Cybermen destroyed the three surviving 
humans on the surface and brought their ship 
through the Boundary. 


On board the Cybercarrier, Yaz, Graham, Yedlarmi, 
Ravio, and Bescot ran for it, but Bescot didn’t make 
it. Running out of options, they put on the armour 
of inactive Cybermen to reach the teleporters 
down to the planet, where the ex-general Ko 
Sharmus led Ryan and Ethan in a strategic but 
ultimately doomed defence of the Boundary. 
Thankfully, their friends had their backs, saving 
the heroic defenders at the last moment with their 
Cyberman disguises and stolen weapons. 


At the heart of the Citadel, the Panopticon, the 
Master explained that he hacked the Matrix, the 
data bank comprising the lived history of the 
Time Lords, on a whim. He found a trove of secret 
memories hidden from everyone with a perception 
filter designed to make them look mundane, like 
the lives of a police officer in a rural town in Ireland. 
He imprisoned the Doctor in a paralysis field and 
showed her the truth in the Matrix that had caused 
him to rain destructive rage upon Gallifrey. 


The first explorer among Gallifrey’s native people, 
the Shobogans, to develop space travel was a 
scientist called Tecteun. She found a monument 
on a lonely planet with a gateway into an unknown 
universe spiralling above it, and a child alone there, 
who she believed to be from the other side of the 
gate. Tecteun and her adopted child explored the 
Universe together, but when that child died in a 
tragic accident and then regenerated, Tecteun 
became fascinated. She isolated the genetic 
code of regeneration and injected it into herself, 
then used it to build the ruling elite of the Time 
Lords, though with the restriction that they could 
only regenerate 12 times. The Time Lords made 
up a noble creation myth for themselves so they 
could claim they were born to rule. The Timeless 


Child became the template for the entire species 
of regenerating Time Lords, and every Time Lord 
had a tiny part of the Timeless Child’s genetic 
code within them. Tecteun and a Time Lord named 
Solpado founded a secret sect of the Time Lords 
called Division who were the exception to the Time 
Lords’ public policy of non-interference. Then came 
the greatest revelation: the Doctor herself was the 
Timeless Child. She had many lives before the life 
she remembers, working as an agent of Division. 


As the Doctor learned these shocking truths about 
her past, the Master tricked the Lone Cyberman 
into showing him the Death Particle, a weapon 
created by the Cyberium to destroy all organic 
life on a planet. Ashad had purged the organic 
matter from his warriors, so even though he would 
be destroyed, the Cybermen would still reign 
supreme. The Master miniaturised Ashad, fusing 
with the Cyberium himself, and created a new 
species of hybrid by converting the bodies of the 
High Council of Gallifrey, fusing the regenerative 
properties of the Time Lords with Cyber-armour to 
make the CyberMasters. 


With the help of the Fugitive Doctor, the Thirteenth 
Doctor used her vast history to overload the Matrix, 
allowing her to escape. She met up with the Fam, Ko 
Sharmus, and the ragtag band of human survivors, 
who had crossed the Boundary into the ashes of 
Gallifrey. The survivors remembered a story around 
the Lone Cyberman about the Death Particle, 
and the Doctor recalled that Ashad had said the 
death of everything was in him when she found 
his miniaturised form. They all worked together 
to plant bombs across the whole Cybercarrier. 
The Doctor sent the humans to Earth in a TARDIS 
and called the Master out to face her alone at the 
heart of Gallifrey. The human survivors returned to 
Sheffield and the TARDIS they were sent back with 
became an ordinary house. 


The Doctor brought out a grenade with the Death 
Particle attached to it but she couldn't use it, 
despite the Master trying to persuade her to. Ko 
Sharmus took it from her, explaining that he was 
a part of a resistance unit that sent the Cyberium 
back through time and space — he started this, and 
needed to finish it. As the Death Particle destroyed 


all organic life on Gallifrey, the Doctor escaped in 
another stolen TARDIS and returned to her TARDIS. 
She hadn't even had a chance for a custard cream 
before a Judoon Cold Case Unit showed up to 
arrest her and condemn her to a life sentence in a 
maximum security facility on an asteroid prison. 


© Running the Adventure 

This episode presents a rare opportunity for 
the characters to travel to Gallifrey itself. While 
other episodes (notably The Deadly Assassin) 
have visited the inner sanctum of the Capital, the 
Doctor's status as a renegade and Gallifrey’s fate as 
a casualty of the Time War — or trapped in another 
dimension — have meant that opportunities to 
explore the Doctor's culture first-hand have been 
few and far between. Tragically, Gallifrey is far from 
its height when the Master and the Doctor visit in 
The Timeless Children, brought down by its own 
lies and conspiracies. 


If you want to give the characters more of a chance 
to explore the Capital and the Citadel, you could 
have the Master unleash his CyberMasters earlier 
in the episode, meaning that to reach the Doctor 
from the Chamber of the Matrix, the rest of the 
characters have to avoid, outwit, or fight the 
Master's profane creations. The CyberMasters still 
have many of the weaknesses of the Cybermen: 
while they can regenerate from death like Time 
Lords, they still rely on the electronic components 
of their Cyber-armour to keep them functional. 
The characters could use the weaknesses they've 
learned in the previous episode through the 
Doctor's weapons (electricity, gold dust, and 
emotional overload) to slow the CyberMasters 
down. Perhaps the Master also brought constructs 
like the Silver Lady or bristling alien beasts with 
him to hunt down the Time Lords and ensure 
none escaped his wrath, or native Gallifreyan 
wildlife might be prowling the Capital in the Time 
Lords’ absence. 


Visiting Gallifrey is a fantastic opportunity to bring 
a real sense of tragedy from a great and beautiful 
civilisation in ruins. The characters might know of 
the Doctor's fraught and loving relationship with 
the place she called home without yet having the 
revelations of the Timeless Child. 
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Think about how they might perceive the great 
Citadel differently before and after they learn 
the truth. If you want to help the Doctor's 
companions feel more involved during her time 
in the Matrix, perhaps instead of deciding to kill 
them, the Master uses the Cybermen to threaten 
the companions so the Doctor will cooperate 
and walk into the Matrix herself. In the Citadel 
with the Doctor, the companions could explore 
the Doctor's memories with her, either by 
connecting into the Matrix themselves or as her 
imaginary guides. You could even give each 
player responsibility for one revelation as their 
character shows her the truth: after all, their 
bonds with the Doctor are guiding lights in her 
quest for her own identity, whether they are 
physically present or not. 


The thorny history of the Master and the Doctor's 
endless battles comes back to haunt the Doctor 
in this episode. The Master recalls their childhood 
together, almost as though he’s trying to invoke 
the Doctor's nostalgia for their shared past before 
he reveals that it was all a lie. He wants her to feel 
as angry as he does at the greed and hypocrisy 
of the Time Lords. This is deeply personal for the 
Doctor and the Master, so make sure that their 
standoff has appropriate grandeur. 


While the Doctor is exploring her past and facing 
off against the Master, the other characters have 
a Cyber-army to stop! They need to protect 
the Boundary and help the remaining humans 
get to safety. How this works depends on how 
you ended the last episode: did you follow the 
episode and have the characters split between 
Ko Sharmus at the Boundary and infiltrating the 
CyberCarrier? Or are they all together at one 
of those locations? Think about what would be 
the most fun. The characters might manage to 
take over the CyberCarrier and deactivate the 
attacking Cybermen that way. Bear in mind that 
the Master needs to be able to control the carrier 
or another source of conversion to make his 
CyberMasters. With the Cyberium he could easily 
take control of the carrier, suddenly forcing the 
characters to teleport down to the ground as all 
the technology on the ship comes alive and tries 
to kill them. 


Alternatively, this could be a brave last stand 
against the Cybermen at the Boundary, a seemingly 
doomed resistance given the easy defeat Ashad's 
forces enacted before. But this time, Ko Sharmus’s 
tactics, learned through years of fighting as a 
general in the Cyber War, give them a chance to 
turn the tables. Ashad is distracted by the Master’s 
offer of alliance on Gallifrey, so really the characters 
only need to defeat the troops he left behind 
rather than a whole Cyberarmy. Still far from an 
easy prospect, and it's possible the characters 
might have to face tragic costs for their victory, but 
it gives a moment of triumph, defending the last 
way out of the galaxy. Give the players licence to 
get creative in defending Ko Sharmus's base. This 
place doesn’t have much in the way of materials, 
so they have to make do with wood, wicker, 
canvas, and whatever metal they can scavenge. 
Think about the Doctor making a chemistry station 
out of things she was able to source in a small 
farm in Northern Punjab: this planet could easily 
have tough vines, acidic chemicals, slippery oil 
patches to spread underfoot, and the makings 
of all sorts of cunning traps so the Cybermen can 
be defeated with electricity or by removing their 
emotional blocks. 


© Continuity 

The Master recalls hiding with the Doctor from 
Borusa, their teacher in the Prydonian Chapter. 
The Fourth Doctor was forced to acknowledge 
his former tutor’s flaws when Borusa covered 
up Chancellor Goth’s assassination of the lord 
president of Gallifrey (The Deadly Assassin). As 
lord president, Borusa even mind-controlled the 
Fifth Doctor with the Coronet of Rassilon, until 
eventually tricked by Rassilon’s offer of immortality 
(The Five Doctors). The Doctor is also well aware of 
the Time Lords’ willingness to rewrite their history 
to present themselves more favourably: Borusa 
covered up Chancellor Goth’s conspiracy and 
honoured him as a hero. What hand did Division 
have in the Prydonian Chapters power within 
the Council? How did they manipulate events on 
Gallifrey to maintain their influence? 


The Master jokes that he and the Doctor had fun 
in the Panopticon — graduated, assassinated 
presidents. He is referencing the events in The 


Deadly Assassin, in which the Master and 
Chancellor Goth framed the Fourth Doctor for the 
assassination of the outgoing lord president. 


This is certainly not the first time the Master 
has hacked the Time Lord systems with ease, 
when others underestimated him. In The Deadly 
Assassin, Coordinator Engin believed that nobody 
could spoof the key he used to access the bio data 
extracts of the Time Lords, but the Fourth Doctor 
quickly set him straight that the Master had not only 
done so, but had also deleted his own biog data to 
cover his tracks. 


The Master theorises that Tecteun left the 
Doctor’s memories hidden in the Matrix as a clue 
or an apology, but when Tecteun has the Doctor 
recalled to Division in Survivors of the Flux, she 
seems to be interested in the Doctor's memories 
primarily as a way of recording the success of 
her experimentation. This begs the question: did 
Tecteun leave the memories hidden inside the 
Matrix, and if not her, then who did and why? 


The Lone Cyberman, Ashad, was only partially 
converted despite his eagerness for conversion. He 
still has many human emotions, particularly rage 
and hatred of his own and others’ humanity. He 
expressed his anger at humanity in The Haunting 
of Villa Diodati and relentlessly hunted the humans 
who survived the Cyber War in Ascension of the 
Cybermen. The Master uses his tissue compressor 
on Ashad so he can extract the Cyberium from 
him, and Ashad is destroyed by the Death Particle. 
In The Power of the Doctor, the Master clones 
Ashad and sends him and an army of CyberMasters 
into UNIT through Tegan. 


Throughout the Thirteenth Doctor's adventures, she 
has been haunted by the Timeless Child, a name first 
whispered to her by the Remnants on Desolation in 
The Ghost Monument. She learned that she had 
regenerations before what she remembers as her 
first (the First Doctor) when she met the Fugitive 
Doctor in Fugitive of the Judoon, and at some 
point the Time Lords erased her memories and 
gave her the childhood she shared with the Master. 
In Once, Upon Time, it seems to be her defeat of 
the Ravagers that allows her to leave Division. 


The Timeless Child's name evokes the very first 
episode of Doctor Who, in which An Unearthly 
Child referred to Susan Foreman. 


The Doctor previously made ranged telepathic 
contact with the Master in Spyfall to persuade him 
to meet atop the Eiffel Tower. This time, though, he 
uses that psychic contact to distract her and lead 
her to the Death Particle. 


Ryan dunks a basketball-sized bomb to take out a 
group of Cybermen: he has struggled with physical 
dexterity often during his time with the Doctor, due 
to his dyspraxia, but he has been playing basketball 
with his friends when not travelling in the TARDIS, 
as we saw in Spyfall. 


The Master miniaturises Ashad with tissue 
compression as he did to his victims in Spyfall and 
many times before that (first seen in Terror of the 
Autons). He uses tissue compression to sneak the 
Cybermen into UNIT in The Power of the Doctor. 


When she encounters the Fugitive Doctor in the 
Matrix Chamber, the Thirteenth Doctor remembers 
that she has overcome the Matrix before. The 


Fourth Doctor fought against the Matrix when it 
was controlled by Chancellor Goth (The Deadly 
Assassin), denying the reality Goth created within it, 
and the Sixth Doctor pursued the Valeyard into the 
Matrix (The Ultimate Foe). The Thirteenth Doctor 
looks back through all her memories to overload 
the Matrix, across all her regenerations. The 
Eleventh Doctor also used his lifetimes of history to 
overload a living planet that consumed memories 
and experiences in The Rings of Akhaten. 


In Hell Bent, the Matrix predicted that someday 
a hybrid created from two warrior races would 
stand over the ruins of Gallifrey and break a 
billion billion hearts to heal its own. While this 
hybrid might refer to a number of beings, the 
CyberMasters (or even the Master, given the 
Doctor's DNA in him) could theoretically be 
candidates for this prophecy’s fulfilment. 


In Revolution of the Daleks, the Doctor admits 
that she feels angry and confused by what she has 
learned, but also sad about the use of the Death 
Particle on Gallifrey. 


© Further Adventures 

The Heir of Gallifrey: When the Master attacked 
the Capital, one Time Lord escaped. A young Time 
Lord still pre-regeneration was tinkering with an old 
TARDIS she was using to experiment with pocket 
universes. When the attack occurred, the TARDIS 
locked itself as an automatic defence mechanism 
and transported her to a pocket universe. In the 
process she lost all memory of her life on Gallifrey 
and her TARDIS kept her asleep while the Flux raged 
beyond the boundaries of their pocket realm. As the 
Flux and the Ravagers tore apart time and space, 
the experimental TARDIS could no longer keep up 
the containment locks on the pocket universe and it 
brought its Time Lord to the place it had registered 
as safest in the Universe during the Flux: Earth. It 
stitched together a history from everything it took 
in from Earth and the Time Lord stumbled out of an 
ancient, creaky Victorian townhouse, believing it to 
be the home where she had lived all her life rather 
than a TARDIS she had lovingly restored, and which 
had saved her. When the characters are investigating 
a mystery, the Time Lord, led by her innate sense 
for Vortex energies, runs into them and helps them 


out in their adventure. At an inopportune moment, 
a tragic accident or deliberate attack kills her, only 
for her to regenerate into an entirely new person. 
This could be a great way to start a new campaign, 
with one player character secretly being the last 
Time Lord to escape the razing of Gallifrey but only 
realising when they regenerate. Driven by a quest 
to understand a culture they cannot remember and 
a TARDIS they do not know how to work, they could 
discover the tragic and chequered history of the 
Time Lords with their friends. 


Nightmare in Cyber: Due to a strange interaction 
between the Cyberium and the Matrix, a species 
of Cybermen begin to wake from their conversion 


CYBERMASTER 


CONCEPT: 
Terrifying hybrid of 
Cyberman and Time Lord 


FOCUS: The Master's Will 
STORY POINTS: 4 
Awareness 3, Coordination 2, 


Ingenuity 4, Presence 4, 
Resolve 5, Strength 7 


SKILLS: 
Conflict 3, Convince 4, Knowledge 4, 
Medicine 3, Science 5, 
Technology 5, Transport 4 


DISTINCTIONS: 

Cyberman — Their heavily armoured 
body reduces Damage by 10, but they 
are susceptible to strong magnetic fields, 
and exposure to gold can be lethal. Some 
modern Cybermen have the ability to fly, 
and can discharge an electric blast from 
their grip (4/9/13). 


Time Lord — This character can regenerate 
their physical form after death. 


WEAPONS: 
Particle Beam (4/L/L) — Cybermen have an 
arm-mounted weapon that is usually fatal 


TECH LEVEL: 10 


process with the biog data of Time Lords extracted 
from the Matrix and imprinted onto their systems. 
Long-dead Time Lords find that they have a 
new life when they thought their regenerations 
were done, and the Doctor's own partially- 
redacted memories imbue a CyberDoctor with a 
contradictory set of drives: preserve life, further 
the agenda of Division, and convert all organic 
forms to a shining Cyberfuture. As the CyberLords 
battle across the Universe, some freed from their 
policy of non-interference and others hunting 
their erstwhile colleagues down, the CyberDoctor 
seeks to protect all of humanity throughout 
history by converting them into Cybermen with 
her new CyberTARDIS. 


KO SHARMUS 


CONCEPT: 
Veteran General of the Cyber War 


FOCUS: Protect 
STORY POINTS: 5 


Awareness 2, Coordination 3, 
Ingenuity 3, Presence 3, 
Resolve 4, Strength 3 


SKILLS: 

Athletics 2, Conflict (Cybermen) 4, 
Craft 3, Knowledge (Cybermen) 2, 
Medicine 1, Subterfuge (Cybermen) 2, 
Survival (Cybermen) 4, 
Technology (Cybermen) 2 


DISTINCTIONS: None 
WEAPONS: Laser Rifle (4/L/L) 


GADGETS: Bio-Damper Decoy — 
Automated defence system that 
mimics the life-signs of particular 

beings to distract scanners. 


Distinctions: 
Distract (electronic scanning only), 
Eliminate (fixed emplacement) 


Story Points: 2 


TECH LEVEL: 6 


© Revolution of the Daleks 

‘No weapons. No time to think. All that time in a 
cell wondering who I am. I’m the Doctor. I’m the 
one who stops the Daleks.’ 


England and Japan, Earth, 2020 

In collusion with Jo Patterson, secretary for 
defence, Jack Robertson arranged for the remains 
of the Reconnaissance Dalek to be stolen from the 
government and given to Rugazzi Technologies. 
Leo Rugazzi used it as the basis for a new security 
drone designed to suppress protests. 


79 billion light years away, the Doctor had been 
imprisoned for a few decades in the maximum security 
prison she was placed in by the Judoon under a life 
sentence. Jack Harkness broke the Doctor out with 
a temporal-freezing gateway disinhibitor bubble (or 
a breakout ball) and a stashed vortex manipulator. 


In the ten months since the stolen TARDIS had 
brought the Fam back to Sheffield, Yaz had devoted 
her time to tracking the Doctor down, convinced 
that she was alive and needed their help. Footage 
of the demonstration of Robertson's security 
drone leaked online and she, Ryan, and Graham 
recognised the Dalek. 


Robertson learned that Leo had cloned a new 
entity out of the cellular traces of the Dalek in 
the burnt-out shell. The Dalek took control of Leo 
and showed him the Dalek cloning factory it had 
set up in Osaka through the company’s systems. 
The Doctor and Jack reappeared in the Doctor's 
TARDIS to find Yaz, Ryan, and Graham piecing 
together the information about Robertson's 
theft of the Dalek chassis and the Dalek cloning 
facility in Osaka. 


Using ultraviolet light, the Daleks teleported 
into the security drones and exterminated Jo 
Patterson, now the prime minister. The Doctor 
sent a message through the Time Vortex to a 
ship of Death Squad Daleks, who enforced 
genetic purity on the Dalek species, meaning 
the two groups of Daleks fought for supremacy 
across the Earth. 


Jack, Graham, and Ryan set explosives across the 
Dalek ship, grabbed Jack Robertson on the way 
back, and the Doctor used the spare TARDIS to 
trap all the Daleks inside, then set it to the heart 
of the Void. Ryan and Graham chose not to travel 
in the TARDIS any more, though Yaz stayed with 
the Doctor. 


© Running the Adventure 

This episode picks up the thread of the previous 
New Year's special (Resolution) and Arachnids 
in the UK, bringing together the dangers of 
unfettered greed from the businessman Jack 
Robertson and the formidable capabilities of the 
Scout Reconnaissance Dalek. Where Resolution 
introduced the survivability and damage of a single 
advanced Dalek, even after it had been stripped of 
its Dalekanium chassis and divided into pieces and 
buried across the world, Revolution of the Daleks 
has the threat of an entire resurrected sub-species 
of Daleks. 


The story starts after the Doctor has been imprisoned 
for decades in a place even she can’t escape from: 
her Fam believes she is either dead, abandoned 
them, or needs their help. Give the characters time 
to delve into their lives apart and run some scenes 
with people who are important to them. 


You could also explore what the Doctor has been 
thinking about in all that time. She has had a huge 
revelation about being the Timeless Child and then 
she had to make the decision to let Ko Sharmus 
use the Death Particle on her behalf, destroying all 
life on her home planet. It's a lot to deal with! Did 
she make any friends at the prison? What about the 
guards watching the cameras — are any of them 
learning more about her, listening to her stories and 
sympathising? Did they help her escape? 


The investigation in this episode forms a 
comparatively small part of the runtime, but you 
can expand it, letting the characters draw on the 
knowledge they've accrued and contacts they've 
made. Do they know other people who look out 
for strange things in the world? Does a friend 
in the police end up investigating the death of 
the government agent who was transporting the 
Dalek casing, or is one of them contacted by 
an activist about the use of the security drones 
to suppress demonstrations under the guise of 
keeping the peace? 


While the Doctor sees turning their hatred against 
one another as the only solution to the Daleks, the 
player characters may well come up with another 
wild plan to deal with them. Things could also go 


wildly differently earlier in the episode, depending 
on the player characters’ decisions, so hold tight 
and pretend it's a plan! What happens if one of the 
Daleks takes control of a player character? What 
happens if the Death Squad Daleks catch on more 
quickly? You can also give the player characters 
more personal stake in the action on the ground by 
having characters they are invested in put directly 
in danger. 


Bear in mind that if your players are using Ryan and 
Graham as characters, their arcs may have been 
different from those in the series. Don't try and 
force that — in the series, Ryan makes his decision 
to leave in this episode, but he might ask the Doctor 
if they can focus on Earth for a bit and try to make 
a difference through their adventures in a more 
material way. Ryan and Graham could even come 
back during Flux for a guest appearance, providing 
a safe haven for Kate Stewart or uncovering the 
truth of Division at cost to themselves. Graham 
reappears in The Power of the Doctor while Ryan 
is in Patagonia, but it could just as easily be both 
of them. Discuss with the players how they want to 
handle this, and don’t feel bound by the series to 
shove Ryan and Graham out of the police box door. 


© Continuity 

Jack Robertson's hopes of a presidential run have 
been undermined by his own greed after the toxic 
waste scandal in Arachnids in the UK, but it doesn’t 
stop him from colluding with a government minister 
to make a profit. 


In the exercise yard at the prison, the Doctor 
encounters a Weeping Angel, two angry Oods, a 
Silence, and a Pting. 


Ryan leaving is painful, but not a surprise: after saving 
his best friend Tibo in Can You Hear Me? and seeing 
massive ecological disaster on Earth in Orphan 55 and 
Praxeus, he wants to help humanity from Earth rather 
than a blue box. Graham would happily be a space 
tourist forever, but he doesn’t want to miss Ryan's life 
out of a desire to avoid his own. At the end, they see 
Grace watching them fondly, and then decide to go 
investigate alien mysteries on Earth together. Graham 
helps the Doctor and Yaz again in The Power of the 
Doctor, and explains that Ryan is in Patagonia. 
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Yaz has doubled down on her faith in the Doctor. 
In Flux, Yaz keeps her faith in their years apart and 
she finally starts to acknowledge her feelings for the 
Doctor in Eve of the Daleks. Her relationship with 
the Doctor is marked by the unavoidable knowledge 
that they will be separated forever (Legend of the 
Sea Devils). Jack Harkness senses as much when he 
tells Yaz to prepare herself for the Doctor moving 
on. His own experience, when the Ninth Doctor left 
him behind in The Parting of the Ways, has clearly 
left a painful scar. 


Jack's history comes to the fore here. He recalls 
being killed by a Dalek the first time he died, and 
then being resurrected by Bad Wolf in the body 
of Rose (The Parting of the Ways), as well as his 
childhood on the Boeshane Peninsula. 


While they are investigating the Dalek production, 
Graham, Ryan, and Yaz acknowledge that it’s a lot 
harder without the psychic paper and a TARDIS they 
can control. At the end of the episode, when Ryan 


and Graham leave, the Doctor gives them their 
own psychic papers. Graham, unfortunately, proves 
quite bad at using his in The Power of the Doctor! 


Just as the Reconnaissance Dalek took control of 
Lin and Aaron in Resolution, the Dalek took control 
of Leo and he was able to fight back against it. That 
other Dalek was booted into a supernova from the 
TARDIS, and the Daleks in Revolution of the Daleks 
are sent into the Void in a TARDIS, in a similar way 
to how the Tenth Doctor sent the Daleks into the 
Void in Doomsday. In Resolution, the Dalek used 
ultraviolet light to teleport the parts of itself back 
together, just as the Daleks in Revolution of the 
Daleks use the ultraviolet light to teleport into their 
new casings. 


The Doctor was putin prison for evading the Judoon 
in Fugitive of the Judoon and they took 7000 other 
offences into consideration. She observed that she 
was imprisoned for being her, just as she was still 
figuring out what that meant after the revelations in 
The Timeless Children. 


© Further Adventures 

The Moral Maze: The Revolution of the Daleks 
was a highly dramatic event for humans unaware 
of aliens. Such large-scale alien attacks are 
definitely not unheard of, but the battle of two 
factions of an alien species across the night sky 
would have left an impact on the populace. A 
major tech mogul and weapons dealer, Anton 
Bleak, is literally seconds from being exterminated 
by the Earth-created Daleks after watching them 
tear through his entire company, when the 
Death Squad Daleks arrive. Hating the feeling of 
powerlessness, he acquires the Rugazzi blueprints 
of the Dalek chassis and weapons on the black 
market, along with as much other alien tech as he 
can get his hands on, and starts to build his own 
series of weapons and armour to defend against 
the Daleks in the case of their return. Along the 
way, he uncovers a heavily protected object from 
an archaeological dig in Alaska: a puzzle box 
designed to trap a powerful alien being inside 
it that could not turn down a challenge and was 
challenged to solve the puzzle. He solves it, and 
his body is possessed by the alien being, while 
his mind and personality is trapped in the eternal 


maze within the puzzle box. Anton Bleak goes 
from being someone trying to protect the world 
with an arsenal of highly advanced alien weaponry 
to a warlord who is trying to conquer it, and the 
only way to stop him is by using the puzzle box to 
switch their minds back again. 


Greatest Show Off Earth: The Doctor's breakout 
did not go unnoticed: the Judoon are dispatched 
to arrest her once more and return her to the 
prison. The characters are exploring the Universe's 
Greatest Carnival when the Judoon blockade the 
planet, led by the sister of Pol-Kon-Don. The 
carnival workers and visitors are not strangers to 
being on the wrong side of the law themselves, 
and some are willing to help, while others begin 
to hunt the Doctor and Fam across the planet, 
determined to get the reward for their capture. 
The gruff head of the local militia, Mary Abignale, 
could go either way. The characters have to hide 
from the Judoon and concoct a plan to ensure 
the Doctor's escape. 


DALEK MUTANT PILOT 


CONCEPT: 
Hate-tilled Alien Survivor 


FOCUS: 
Restoration 


STORY POINTS: 7 


Awareness 3, Coordination 3, 
Ingenuity 4, Presence 4, 
Resolve 4, Strength 2 


SKILLS: 
Athletics 4, Conflict 2, Convince 3, 
Medicine 2, Science 8, Subterfuge 6, 
Survival 4, Technology 8 


DISTINCTIONS: 
Dalek — Outside of its casing, can crawl 
under its own power using its tentacles. 
If it wraps around someone, it can take 
total body control over them. 


WEAPONS: None 


TECH LEVEL: 9 


CAPTAIN JACK HARKNESS 
CONCEPT: Charming Immortal Rogue 
FOCUS: Good 


Awareness 4, Coordination 4, 
Ingenuity 3, Presence 5, 
Resolve 4, Strength 4 


SKILLS: Athletics 3, Conflict 4, 
Convince 5, Intuition 3, 
Knowledge 3, Science 4, Subterfuge 3, 
Survival 3, Technology 3, Transport 4 


DISTINCTIONS: Experienced — Has more 
starting Attribute and Skill points 


Immortal — Cannot be killed and 
heals any physical damage at the 
start of the next scene 


GADGETS: 
51ST CENTURY ‘SQUARENESS GUN’ 
— Handy gun that deletes and restores 
walls and other items digitally. 


Distinction: 
Delete (doesn’t work on living tissue) 


Story Points: 1 


VORTEX MANIPULATOR — 

This wristmounted device can send an 
agent (and those holding on) through time 
and space, though its range is severely 
limited to short jumps, and takes time to 
recharge and recover between leaps. 


Distinctions: Scan (limited range), 
Teleport (limited to short range jumps), 
Transmit (limited range), 

Vortex (limited to short temporal jumps) 


Story Points: 4 


BREAKOUT BALL — A bubble that 
allows those inside it to phase 
through time and space. 


Distinctions: 
Vortex (limited space), Phasing (limited time) 


Story Points: 2 


TECH LEVEL: 5, 8* (*So familiar with 
multiple eras, Jack suffers no penalty using 
TL5 or 8, and only takes a -1 penalty for 
Tech Levels between) 


Story Points: 3 
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CHAPTER SIX 


THE THIRTEENTH 


DOCTOR'S ADVENTURES 
SERIES THIRTEEN: FLUX 


© Flux Overview 

One of Doctor Who's most ambitious storylines, 
Flux is filled with layered arcs and narratives that 
develop in parallel, all against a backdrop of time 
and space disintegrating. It has the potential to 
be a thrilling mini-campaign with mysteries to 
uncover and challenges to face that impact the 
fate of the Universe itself. As a Gamemaster, you 
probably want to look at the Flux storylines in 
advance and make some key decisions about 
how you want to run them. 


A major question is whether you want to use the 
same characters throughout. In much of Flux, the 
characters are split across different times and places, 
the Doctor even spending a substantial amount of 
time outside time and space itself, and at one point 
having three different versions of herself running 
around. One possible way of dealing with this is 
that the Doctor is not a player character but an 
NPC or shared PC whose scenes the players get to 
see or take turns playing. The story becomes more 
focused on the other characters’ struggles to survive 
in a Universe in ruins. The players could even have 
multiple PCs: Jericho and Vinder barely interact, 
so perhaps they are played by the same person. 
You could also give Kate, Claire, Joseph, and Diane 
more prominent roles in the story and provide them 
as PCs, or bring back Ryan and Graham. 


Plotlines in Flux 
There are eight main threads in Flux: 


Division has decided to move on to the next 
Universe, its control station slowly moving across 
the gap between universes. Tecteun and Division 
created the Flux as a reset button to destroy the 
existing Universe with the Doctor inside it. Tecteun 
eventually decides to remove the Doctor to the 
station so she cannot stop the Flux. 


The Grand Serpent, one of the most influential 
members of Division, manipulates events, allies with 
the Sontarans, and inveigles himself into the founding 
of UNIT so he can turn Earth's weapons upon itself. 


After the Ravagers were imprisoned by the Doctor 
in her days as an operative of Division, Tecteun 
released them so they could destroy time as the 


Flux destroyed space. The Ravagers resume their 
previous quest to release Time from the Temple of 
Atropos, on the planet Time where the Time Lords 
imprisoned it. They manage to make a psychic 
bridge to assault Division's station and take control 
of the Flux. 


Separated by circumstance, life partners Inston-Vee 
Vinder and Bel search for each other across the 
disintegrating Universe. 


The Lupari implement Species Recall when they 
realise the Flux is coming and design their fleet to 
withstand it, planning to retrieve their humans from 
Earth. They lock their ships together into a field 
surrounding the Earth to protect humanity. 


The Sontarans’ psychic command has told them 
of an opportunity to slip past the Lupari to invade 
Earth and prepare to seed their invasion fleet back 
through time. They have made a deal with the 
Grand Serpent to lure the Daleks and Cybermen 
to the site of the final Flux event, where they 
will be sacrificed to stop the Flux and leave the 
Sontarans as the supreme vanquishers of all that 
is left of the Universe. 


In 19th century Liverpool, industrialist and 
philanthropist Joseph Williamson finds tears in time 
and space that lead to other worlds and times, but 
when he sees the final Flux event, he dedicates his 
life to building an underground complex to protect 
humanity from it and mapping the tunnels that give 
access to different places. 


A Weeping Angel with a cracked face went rogue 
from Division and stole Tecteun’s backup of the 
Doctor's stolen memories in the form of a fob 
watch. When a clairvoyant named Claire Brown in 
2021 has visions of the Doctor, the TARDIS, and the 
Weeping Angel, the rogue Angel hides in her mind, 
stranding Claire in 1963. In 1965, Claire travels to a 
village called Medderton where the other Weeping 
Angels hunt the Angel in her mind. 


Some of these storylines (like the rogue Weeping 
Angel in Village of the Angels and the Sontaran 
time ships in War of the Sontarans) are self- 
contained. Others are a mystery with clues scattered 


throughout the series, like Joseph Williamson’s time 
tunnels and the true purpose behind the Flux and 
the Ravagers. Some smaller but vital plot threads, 
such as Diane’s kidnap inside the Passenger 
and Kate's rebellion against the Grand Serpent, 
provide pieces of the solution to the Flux, and 
so it is important to keep track of which bits of 
information are needed to resolve the story and 
where they come from. 


It can feel overwhelming to plot individual episodes 
with this many threads to keep track of, but giving 
each episode a clear goal and a self-contained story 
for one of the eight main threads is a useful starting 
point. For instance, the characters could solve a 
mystery about a creature from one of the doors in 
Williamson's tunnels attacking people, leading to 
the characters finding out about Williamson’s quest. 


© FLUX Chapter One: 
The Halloween Apocalypse 


‘I can feel it all. | can feel the Universe breaking.’ 


Yaz and the Doctor were in a bit of a pickle, hanging 
(as they were) by their feet attached to a gravity bar 
above a boiling acid ocean, at the mercy of a being 
called Karvanista, after they tried to infiltrate his 
base of operations. They put their circus training 
from Trapezium-7 to use as they flipped on top 
of the grav bars and surfed their way into the 
TARDIS before the planet's neighbouring star could 
collapse. Karvanista had mentioned he was going 
to Earth for its final hours, so the Doctor set a course 
to follow him, but en route she was the recipient 
of a strange psychic contact from a blue crystalline 
being called Swarm who seemed to know her. She 
saw his escape from a prison on a barren asteroid 
and then Yaz noticed that parts of the TARDIS were 
leaking an ominous black fluid. 


Liverpool, 1820 

Joseph Williamson, industrialist and philanthropist, 
faced hard questions from one of his peers, Mr 
Stonehouse, about the extensive tunnels he was 
employing people to dig beneath his land in 
Liverpool. Williamson shrugged off the questions 
impatiently, as he was the only one who could see 
the catastrophe ahead. 


Liverpool, 2021 

Dan Lewis loved to make other people happy, 
whether it was giving an unofficial tour of the 
Museum of Liverpool or volunteering at his local 
food bank. He finally got up the courage to ask 
his friend Diane, who worked at the museum, on 
a Halloween date that night. Dan returned home 
to find a Lupari warrior, Karvanista, at his door, who 
imprisoned Dan in a stun cube. By the time Yaz 
and the Doctor arrived, Dan and Karvanista were 
gone and the Doctor learned that a seven billion 
strong fleet of Lupari ships was heading for Earth 


before Karvanista’s trap went off and miniaturised 
Dan's house. As Yaz and the Doctor unlocked the 
TARDIS, a woman named Claire recognised them, 
even though they had never seen her before. The 
Doctor's sonic reminded her that the Lupari fleet was 
getting closer, so she and Yaz had to leave before 
they could work out what Claire was talking about. 
Claire started to walk home but quickly realised she 
was being pursued by a Weeping Angel. She knew 
the rules: don’t blink. Nevertheless, the Angel got 
her and she disappeared into history. 


The Arctic Circle, early 21st century 

A couple, Anna and Jon, found a floating saucer-like 
piece of alien tech in their garage, a signal they had 
been told would never come. Anna said that they 
should pretend not to have seen it and smashed it 
with a hammer. That night, Swarm appeared in their 
bedroom and disintegrated one of them with a 
touch. The human appearance of the other melted 
away to reveal Swarm’s sister Azure. 


Karvanista’s Ship, 

in orbit around 21st century Earth 

The Doctor and Yaz tracked down Karvanista, 
infected his ship's systems with a hopper virus, 
and landed inside. The Doctor asked Karvanista 
about Division while Yaz sneaked to Dan’s cage and 
disabled the electrified bars. Karvanista explained 
that the Lupari are species-bonded to humanity: for 
every human there is a paired guardian Lupar. The 
bond was a genetic obligation and an honour, and 
with the cataclysm of the Flux tearing through the 
Universe, the Lupari developed ships that formed 
a structure to weather the Flux so they could travel 
to Earth and save their humans. Dan ran for it with 
the Doctor and Yaz, Karvanista in pursuit, and they 
made it to the TARDIS. 


Observation Outpost Rose 

Observation Officer Inston-Vee Vinder witnessed 
the Flux sweeping in from the edge of the Universe 
from his isolated outpost. He made an emergency 
report as it utterly destroyed three planets quickly, and 
ejected his survival pod in an attempt to escape it. 


Thirty Trillion Light Years Away 
The Sontarans had picked up the approach of the 
Flux through their psychic command and a Sontaran 


commander named Ritskaw anticipated the coming 
devastation eagerly as the Sontarans prepared to 
take advantage. 


The TARDIS, the edge of Earth's solar system 
The Doctor, Yaz, and Dan looked out over space 
at the edge of Earth’s solar system and as the Flux 
swept towards them, disobeying every law of time 
and space and disrupting every particle it came 
into contact with, the Cloister Bell chimed. Swarm 
transported the Doctor's mind to a place with endless 
vistas of glittering ash and marvelled that Division 
had so entirely removed the memory of their lengthy 
conflict. As the Doctor woke in the TARDIS, the Flux 
changed direction to come right at them and the 
Doctor forced the TARDIS towards Earth. 


Liverpool, 2021 

Diane waited for Dan for their Halloween date, but 
a spooky old house and a bright light lured her in. 
She found herself in a darkened swamp with the 
wild laughter of Azure echoing around her. 


The TARDIS 

The Doctor sent the Lupari fleet a formation to lock 
their ships in a shield around Earth, but the TARDIS 
couldn't escape the Flux’s pull. The Doctor sent a 
beam of Vortex energy into the Flux as the Universe 
waited on the precipice of destruction. 


© Running the Adventure 

As the first episode of the massive Flux arc, this 
episode sets up a lot of elements that don’t pay 
off until further down the line. Like Once, Upon 
Time and Survivors of the Flux, this episode 
introduces a lot of threads that need to be handled 
carefully. For instance, the action happening in 
Liverpool is significant for Joseph Williamson's 
tunnels later, so if you don’t have Dan as a player 
character, you might want to introduce him as an 
NPC or have another reason to link the action 
closely to Liverpool. 


The heart of this episode is comparatively simple: 
Dan, a kind-hearted Liverpudlian with a crush 
on his friend Diane and an enthusiasm for local 
history, is kidnapped by the fearsome Karvanista, 
a Lupari warrior the Doctor has been seeking out 
for his connection to the mysterious Division. 
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At the same time, a huge fleet of Lupari ships is 
approaching Earth in hyperspace, seemingly an 
invasion force. The premise: track Dan down and 
rescue him, and figure out why the Lupari fleet is 
descending on Earth. 


If you wanted to get creative with Dan’s rescue, 
you could have Karvanista take Dan to his base 
of operations. Alternatively, you could beef up 
Karvanista’s security on his ship. Either way, it’s a 
perfect opportunity for the characters to escape 
android guards and navigate advanced security 
systems. You could use Lupari technology 
like stun cubes, grav bars, and miniaturisation 
as inspiration for Karvanista’s nasty traps or 
environmental challenges. 


Many of the scenes from other story threads 
have no interaction with the player characters’ 
perspectives or the main plotline in this episode. 
You could describe them to the players, frame a 
short scene that brings across the information, or 
include them in a later episode where they have a 
more immediate impact. 


© Continuity 

The Doctor mentions how unpredictable Nitro-9 is: 
Nitro-9 is the explosive Ace developed, first seen 
in Dragonfire. In The Power of the Doctor, Ace 
reveals that she has developed a new formulation 
called Nitro-999, which she uses to destroy the 
Daleks’ tectonic drill. 


Swarm uses the life force from En Sentac to 
regenerate himself when he escapes. Whether 
this ability is something Tecteun provided so the 
Ravagers could escape or an inherent element of 
their species is unclear. 


The Doctor just happens to have some voice- 
activated handcuffs in her pockets. During a very 
wet weekend when she was chained to the ducking 
stool in The Witchfinders, the Doctor mentioned 
that she learned escapology from Houdini. 


She notes that she might have been Scottish when she 
set up the voice-activated cuffs, just as she recalled she 
was a white-haired Scotsman in The Woman Who Fell 
to Earth, after regenerating from the Twelfth Doctor. 


The Doctor notices that the marks of the stun 
cube on Dan's carpet are identifiably Lupari tech. 
We see Karvanista using his stun axe in Once, 
Upon Time to produce a stun cube that imprisons 
Swarm. The Lupari are extremely technologically 
advanced, developing and manufacturing a fleet 
of interlocking ships that form a survival sphere 
against the Flux before most people even knew 
the Flux existed. 


Swarm’s imprisonment on an asteroid in the 
remains of the Burnished Rage battleground was 
at the hands of the Doctor's elite unit of soldiers 
in her days as a Division operative, seen in Once, 
Upon Time. Azure had her true identity and 
memories hidden from her, in a strange parallel to 
the Fugitive Doctor, or perhaps where the Fugitive 
Doctor got the idea to hide herself as Ruth Clayton 
in Gloucester (revealed in Fugitive of the Judoon). 


Claire Brown talking to the Doctor and Yaz as though 
they have already met is reminiscent of River Song's 
first meeting with the Tenth Doctor in Silence in the 
Library. At first the Weeping Angel attack looks like 
a standard assassination, but we learn in Village of 
the Angels that Claire has a rogue Weeping Angel 
in her head and the other Angels are trying to 
capture it. Her premonitions showed her the Angel 
that would pursue her and told her to not blink. 


Yaz jokes to Dan that she didn’t want to hear 
another word about Yorkshire after he gently 
teased her about coming from Sheffield, but 
throughout their friendship, he calls her Sheffield 
and she calls him Scouse! 


The Doctor uses the TARDIS’s protective air 
bubble to show Dan the beautiful view across 
space. She also uses it to examine the bottom of 
the sea with Yaz in Legend of the Sea Devils and 
previously used it to show the Fam the Rosa Parks 
asteroid in Rosa. 


The TARDIS's Cloister Bell chimes and the Doctor 
explains that it's the TARDIS being worried about 
something. The Cloister Bell was heard in Logopolis 
as the Fourth Doctor approached his regeneration 
and had to prevent the destruction of the Universe 
by entropy in an eerily similar storyline. 


© Further Adventures 

The Good Dog: The Sontarans kill all the Lupari in 
Survivors of the Flux, but what if the Lupari whose 
ship Bel took survived? All Lupari have a species 
bond to a specific human, but this Lupari, Forrester, 
was imprisoned by a scientist who decided to 
instead turn her instincts to protect humans into 
a drive to track them across the Universe and 
capture them for his experiments and dangerous 
mining operations. 


After the Flux event passes, Forrester is sent out 
into space to bring back prisoners for her new 
masters. Forrester fights her instincts where she 
can, but nevertheless has become a feared pirate 
whose ship, the Gelert, is known for capturing 
humans and leaving the rest of the crew. She finds a 
way to send out the conscious, moral part of herself 
into the human she is genetically bonded to, who 
suddenly starts acting like a Lupari and seeks out 
the characters to ask for their help. 


Sign of the Dragon: What was going on with the 
beacon Anna and Jón were monitoring? Anna said 
that they were told it shouldn't ever turn on and 
smashed it, but what if other Division operatives across 
the Universe were alerted when Swarm escaped? 
Perhaps they investigated the asteroid he was kept on 
and uncovered information that Division abandoned 
when it left the Universe. A group of ex-Division 
agents come to the Doctor with an offer: they will 
help her access the most secret data bank of Division's 
history, but in return, she has to help them take out 
a tyrannical ally of the Grand Serpent, Drakaina, who 
was given free rein over a sector of space and turned 
it into her own personal playground, hidden even 
from the Daleks, Cybermen, and Sontarans. Since the 
Flux event, this collection of systems has capitalised 


DIANE 


CONCEPT: Resilient Museum Curator 


FOCUS: Problem solving 


STORY POINTS: 8 


Awareness 4, Coordination 3, 
Ingenuity 4, Presence 2, 
Resolve 3, Strength 2 


SKILLS: Athletics 2, Conflict 2, Intuition 
2, Knowledge 4, Science 3, Survival 2, 
Technology 3 
DISTINCTIONS: None 
WEAPONS: None 


TECH LEVEL: 5 


on the overwhelming sweep and then sudden 
annihilation of the dominant fleets in the Universe to 
expand its boundaries. One small system holds out 
hope, surrounded by stellar storms that they use to 
protect themselves, the last rebel stronghold in 
Drakaina’s empire. 


© FLUX Chapter Two: 

War of the Sontarans 

‘If we all of us waited to be sent for, we would none 
of us find our purpose, would we?’ 


Crimean Peninsula, 1855, and Liverpool, 2021 
The Doctor saw a house floating in the air, 
creaking as it threatened to fall apart, the Cloister 
Bell chiming in the background — and woke in a 
sodden field with Dan and Yaz. They slowly realised 
they were on a battlefield in the Crimean War. 
They met Mrs Mary Seacole and had to hide as a 
unit of Sontaran soldiers marched past, learning 
that the Sontarans had taken the place of Russia in 
the Crimean War. 


Mrs Seacole took them to her British Hotel, but 
due to the collision of Flux and Vortex energy, Yaz 
and Dan started phasing out of time. The Doctor 
tried to use the TARDIS to follow them, but it had 
taken a hit as the Lupari shield held off the Flux 
and would not let her in, the Cloister Bell chiming 
incessantly. The Doctor learned from Mrs Seacole 


and Lieutenant General Logan of the Light Division 
that the Sontarans had taken the places of China 
and Russia on the world stage. The Doctor tricked 
the Sontaran soldier Mrs Seacole was treating into 
leading them to his base camp, a camouflage shield 
disguising the ships in the valley beyond. The Doctor 
asked Mrs Seacole to observe the camp while she 
went to parlay with the Sontaran commander. 


Liverpool, 2021 

Dan found himself back in Liverpool, his house 
still missing, in the middle of a curfew patrolled by 
Sontaran soldiers. Dan's mum and dad, Eileen and 
Neville, knocked out the Sontarans pursuing Dan 
with frying pan blows to the vents on the backs 
of their helmets. They told Dan that the day he 
disappeared, there had been a three-minute eclipse 
that blacked out the entire world when the Lupari 
ships surrounded the globe, and the Sontarans had 
invaded with the waterfront in Liverpool as their 
staging point. Dan sneaked down to the docks 
and overheard the Sontarans talking about their 
‘temporal offensive’. 
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The Temple of Atropos, the planet Time 

Vinder awoke on the floor of a temple where 
a Priest Triangle asked him to repair the Inner 
Temple. Two of the Mouri, powerful beings that 
controlled the flow of Time, were glitching. Yaz also 
found herself in the corridors of the Temple and ran 
into Joseph Williams, who claimed to be from 1820 
and wandered off, muttering to himself. Deciding 
to follow what she believed the Doctor would do 
in her situation, Yaz told the Priest Triangle she was 
here to repair the Temple. The Priest Triangle told 
them the story of the Mouri, that Time was once 
wild, destructive, and untamed, and so the Temple 
was built to harness it. 


Crimean Peninsula, 1855 

The Sontaran general, Commander Skaak, rode 
up on a white horse and told the Doctor that the 
Sontarans did not control or cause the Flux but their 
psychic command predicted it, so they were able 
to time their attacks on Earth as the Lupari shield 
covered the planet. Lieutenant General Logan 
refused to parlay and the British soldiers’ charge was 
met with the overwhelming Sontaran forces. The 
Doctor and Mrs Seacole infiltrated one of the ships 
in the deserted Sontaran camp and made contact 
with Dan, who was pressing random buttons in a 
Sontaran ship in 21st century Liverpool. The Doctor 
realised that the Sontarans were building time 
ships at Liverpool docks and then launching them 
throughout history, starting with Crimea. 


Temple of Atropos, the planet Time 

As Yaz and Vinder examined the Mouri to try and 
work out how to repair them, Swarm and Azure 
appeared in the temple with a masked being called 
Passenger. Swarm avoided Vinder's shots with ease 
and knew a little too much about Yaz’s connection to 
the Doctor than was comfortable. Swarm and Azure 
realised that the Mouri had been quantum locked 
against them since their last attack, making Vinder 
walk towards the Mouri, and revealing them with 
proximity activation. Swarm and Azure disintegrated 
two of the remaining Mouri and advanced on Yaz. 


Crimean Peninsula, 1855 

The Doctor knew from Mrs Seacole’s observations 
of the Sontarans’ ships and the routine her Sontaran 
prisoner had gone through that they needed to 


top up the atmospheric filters in their suits every 
27 hours. She got the lieutenant general and Mrs 
Seacole to help her vent the Sontaran gas supplies 
while the Sontarans were refilling their suits inside 
their ships. Commander Skaak agreed to make a 
strategic withdrawal, but Lieutenant General Logan 
set off a series of explosions that destroyed the 
ships in retreat, to the Doctor's horror. 


Liverpool, 2021 

Dan was almost executed by the Sontarans but 
was saved at the last minute by Karvanista. They 
rammed one ship into the others, causing a massive 
temporal reaction while they fled in an escape pod. 
Dan and Karvanista hauled themselves out of the 
Mersey to find the Doctor and her TARDIS, united 
again, though the TARDIS was still deeply troubled 
by something beyond its control. The Doctor asked 
the Lupari to guard the planet while she and Dan 
went to find Yaz. 

Back inside the TARDIS, things had become much 
worse, with tainted crystals growing out of the floor, 
spider webs creeping from the corners, and pulsing 
nodules dripping fluid. To the Doctor's horror, the 
TARDIS took off on its own and was brought by 
Azure and Swarm to the Temple of Atropos, a place 
unfamiliar to the Doctor. Swarm revealed that he 
had put Yaz and Vinder in the places of two of the 
Mouri. Swarm had Azure count down from five as 
he prepared to unleash the full force of Time into 
Yaz and Vinder. 


© Running the Adventure 

At first glance, War of the Sontarans looks like a 
simple episode to run: it is largely focused around 
a single event and a single antagonist, and the 
characters all have vital parts to play in solving the 
central problem of the episode. As with much of 
Flux, the characters are split across time and space 
for most of the episode, which provides extra 
challenges for an RPG campaign. On top of that, 
Yaz's storyline in the Temple of Atropos is largely cut 
off from the Doctor's and Dan’s, and the TARDIS is 
unavailable as a staging ground for the characters 
to coordinate their activities. 


The simplest solution is to have the companions 
dragged away from the Doctor nearer to the end 
of the episode, so they get to work together in 


Crimea, dodging Sontarans, negotiating with the 
general, and locating the Sontaran base of operations. 
They work together with Mrs Seacole to understand 
the Sontarans better and come up with a plan to force 
a retreat — only for the time disruptions caused by 
the Flux to tear the Doctor's Fam away just as they 
are preparing to put their plan into action. Some 
characters end up in Liverpool, others in the Temple 
of Atropos, and if you want to, you could even start 
to introduce some other threads here, like the Grand 
Serpent or Bel, as the characters are flung far and 
wide across the Universe. 


The characters in Liverpool have a clear mandate: 
infiltrate the Sontaran ships, liaise with the Doctor 
in Crimea, and destroy the shipbuilding operation 
the Sontarans have put in place. The characters that 
end up in the Temple of Atropos have the mysteries 
of the planet Time to explore and have to persuade 
the Priest Triangles to help them. This is also an 
opportunity to show that Swarm and Azure cannot be 
stopped by normal means: Vinder fires at them but 
they avoid it with ease, and destroy two of the Mouri 
with a wave of their hands. Perhaps with the aid of the 
Temple, the characters could even have some insight 
into the history of Swarm and Azure. They could catch 
glimpses of Swarm’s captivity and his breakout, aided 
by a mysterious force from outside reality, and Azure's life 
as a human before Swarm reminded her who she was. 


Another way of handling this episode is to start 
the action in Liverpool in 2021, with the characters 
investigating the Sontaran presence on the 
waterfront. They are forced to evade the Sontaran 
patrols and learn about life under the Sontaran 
occupation (perhaps also finding out that it's possible 
to bribe them with chocolate). When they reach the 
waterfront, they realise that the Sontarans are not 
just building ships to invade Earth: they are invading 
history itself. The characters have to track back across 
the Sontaran time invasions, passing through Crimea 
and other historical events before that, gathering 
clues to the Sontaran plans and weaknesses. Finally, 
they coordinate with allies across different eras to 
force the Sontarans into retreat and then destroy 
their ship-building facilities in Liverpool. This would 
also be an excellent time to introduce Joseph 
Williamson, perhaps as a useful guide to help them 
evade the Sontarans through his tunnels! 


SONTARAN 


CONCEPT: 
Bred for War 


FOCUS: Glory! 


STORY POINTS: 3-5 


Awareness 3, Coordination 4, 
Ingenuity 3, Presence 4, 
Resolve 6, Strength 6 


SKILLS: 
Athletics 2, Conflict 5, Convince 2, Intuition 
1, Medicine 1, Science 4, Subterfuge 3, 
Survival 4, Technology 2, Transport 3 


DISTINCTIONS: 

Sontaran — Clad in strong body armour 
(reduces Damage taken by 5), they are 
tough and able to withstand injury (reduce 
Damage that gets through the armour by 
another 2). They are relentless, thorough, 
and fear nothing. 


WEAPONS: 
Sontaran Rifle (4/L/L) and 
Sontaran Shock Staff (S/S/S) 


TECH LEVEL: 7 
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© Continuity 

The Doctor's name causes confusion where a 
male Doctor would be welcomed in a warzone — 
during this period, ‘doctor’ was only used for male 
medical practitioners. 


The Third Doctor first ran into the Sontarans in 
The Time Warrior. The Eleventh Doctor also knew 
Commander Strax, a Sontaran nurse who joined the 
Paternoster Gang in the 19th century. Mrs Seacole’s 
observations of her captive Sontaran patient reveal 
that Sontarans can heal themselves and have rests 
for seven and a half minutes every 27 hours, during 
which time they refill their armoured suits from their 
ships in order to cope with Earth’s atmosphere. 
Kate Stewart, who leads the human resistance 
to the Sontaran invasion of Earth, discovers in 
The Vanquishers that the Sontarans are obsessed 
with chocolate. In Liverpool, Dan's parents teach 
him how to knock out Sontarans using the vents on 
the backs of their suits. 


MARY SEACOLE 


CONCEPT: 
Independent Doctress 


FOCUS: 
Healing 


STORY POINTS: 6 


Awareness 3, Coordination 2, 
Ingenuity 3, Presence 4, 
Resolve 3, Strength 3 


SKILLS: 
Convince 4, Craft 1, Intuition 3, 
Knowledge 2, Medicine 4, 
Subterfuge 2, Survival 2 


DISTINCTIONS: None 
WEAPONS: None 


TECH LEVEL: 4 


The Sontaran soldier asserts his right to silence under 
section Cyan K-Z Nine Slothback of the Shadow 
Proclamation, a set of laws that govern all of space. The 
Doctor has had mixed interactions with the Shadow 
Proclamation over the years, in The Stolen Earth and 
The Magician's Apprentice, especially as they have 
a tendency to employ Judoon to enforce their laws. 
The Doctor has also cited the Shadow Proclamation 
as a tool for negotiation on multiple occasions. 


The Doctor mentions one of her titles as ‘former 
president of Gallifrey’, referring to the Fourth Doctor 
becoming the president of the High Council of 
Gallifrey in The Invasion of Time. The Doctor foiled 
a Sontaran plan during his brief time as president. 


As Yaz fades away, the Doctor promises that she 
will find Yaz, perhaps remembering that last time 
she disappeared for ten months (Revolution of 
the Daleks), Ryan and Graham left the TARDIS, 
and Yaz was heartbroken. Yaz has written 
‘WWTDD’ on her hand in case they get separated, 
something Swarm mocks her for in Once, Upon 
Time. In Spyfall, when she and Ryan were spying 
on Daniel Barton, she advised Ryan to think how 
the Doctor would do it, walking in like she owns 
the place. 


When the Doctor asks the TARDIS to let her in and 
it removes the door, it parallels her finding it in 
The Ghost Monument, when it let her in without 
her key. The TARDIS isn’t right again until it has 
performed a full reboot in Eve of the Daleks. 


The Doctor uses Venusian aikido on the soldier 
guarding her, as she did earlier in The Ghost 
Monument and Kerblam! 


Swarm and Azure note that the quantum lock 
is designed to prevent them from using the 
Mouri ‘after last time’. Quantum locking is the 
process by which Weeping Angels survive when 
observed. Given Division’s fondness for using 
Weeping Angels and other species (Village 
of the Angels), it's possible that the Weeping 
Angels influenced the development of this 
security measure. We see what happened when 
the Ravagers previously attacked the Temple of 
Atropos in Once, Upon Time. 


The Doctor is disgusted at the general killing the 
retreating Sontarans. She has had to deal with people 
killing others who are retreating before — Karl in The 
Woman Who Fell to Earth and Ji-Hun in Legend 
of the Sea Devils. A similar act by Harriet Jones in 
The Christmas Invasion completely fractured her 
alliance with the Tenth Doctor. 


© Further Adventures 

Sontar Rises: Even with the restoration of the timeline, 
the Flux left fallout: a small unit of Sontarans were 
stranded in Crimea following the retreat of their 
commander. They retreated into caves beneath the 
earth where they found a vent that provided some of 
the gases they required from their homeworld. They 
formed their own military order of the Sontar, becoming 
legends in the local area. Over time, they developed 
technology to drill down and expand their mountain 
fortress, resurrecting their cloning technology with 
some necessary adjustments for the materials they had 
available. They adapted themselves to better survive 
Earths atmosphere and developed bodies half made 
of stone plates. Two centuries later, in 2055, a small 
scouting group of scientists and geologists were sent 
to investigate the mountains in the interests of a mining 
consortium, but they found more than they bargained 
for. The Sontarans considered their presence an invasion 
and decided that now was the time to conquer Earth. 
The mountain, their home for 200 years, lifted from the 
range with a roar and was revealed to be the shell of a 
huge ship they had built inside it, ready to travel across 
the world and take whatever territory they could. 


The Ghost Ship: The people of Liverpool begin to 
resume their normal lives, the memories of the Sontaran 
invasion fading as the damage to the timeline repairs 
itself. Not everything goes back to normal, though: the 
explosion of the fleet of time ships on the waterfront 
has left a huge scar in time. A ghost ship is reported in 
the Mersey, surrounded by strange weather patterns, 
and one stormy night, an ancient ship that has long 
been lost in time bursts through the scar. Disoriented 
and traumatised by being lost in the Time Vortex, 
the crew struggle to understand what has happened. 
As they start to phase in and out of existence, their 
timelines disrupted, the true danger becomes clear: 
they captured a being in the Time Vortex and have 
kept it chained in the hold of their ship. Now it bursts 
free, dragging different eras through where it walks. 
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© FLUX Chapter Three: Once, Upon 


Time ‘Lost causes are my speciality.’ 


The Dalek Sector, aftermath of the Flux 

Bel, a young pilot who survived the Flux, has spent 
her time since trying to avoid Daleks, Cybermen, 
and Sontarans in a Universe where day and night 
were disrupted and blue swarms of particles 
disintegrate survivors into ash. 


The Temple of Atropos, the planet Time 

In the split second before Swarm unleashed the force 
of Time into Yaz and Vinder, the Doctor dragged Dan 
onto one of the Mouri platforms and leapt into the 
other one herself, using her sonic to send them all into 
the heart of the time storm and hide them in their own 
timelines. The Doctor saw a glimpse of a Weeping 
Angel with a cracked face before she found herself 
in the memories of the Fugitive Doctor at the Siege 
of Atropos. 


The Doctor was a commander of a unit of elite 
Division soldiers who looked, to her, like Dan, Yaz, 
and Vinder. Swarm and Azure had five Passenger 


forms inside the temple filled with hostages and 
sought to unleash Time itself. Meanwhile, Dan, 
Yaz, and Vinder found themselves in fragmented 
versions of their pasts, with important figures 
replaced by the Doctor or another of the Fam. 


Liverpool, 21st century 

Dan moved through different parts of Liverpool 
with Diane as they talked and he confessed that 
he had been engaged 15 years ago. Diane turned 
to him, confused and scared, asking why he wasn’t 
there when she was waiting for him, and he saw a 
brief glimpse of a Passenger form standing in the 
misty darkness of the street. 


Sheffield, 21st century 

Yaz was with a fellow police officer, but her 
colleague was replaced with the Doctor. The 
Doctor could only break into Yaz's timestream 
briefly to say she was looking for her, but found 
that there was some kind of barrier keeping her 
out as Yaz saw a Weeping Angel in the car mirror. 


Unknown Planet, Unknown Date 

Vinder was speaking with his superior, who 
congratulated him on his commendation for 
saving the lives of his colleagues in his most recent 
mission. His superior told him that he was going 
to a prestigious posting with the highest level of 
security clearance at the side of the demanding 
Grand Serpent, where he would need to show 
absolute discretion and absolute fidelity. 


The Time Storm 

The three remaining Mouri told the Doctor that she 
could not stay within the time storm and she tried 
to negotiate with them, only to be pulled back to 
the Fugitive Doctor's standoff with the Ravagers in 
the Inner Temple. She realised that the person she 
saw as Dan must actually have been Karvanista. 


Liverpool, Unknown Time 

Dan and Joseph Williamson fled from aliens 
shooting at them and a swarm of destructive blue 
particles deep in Williamson's tunnels. 


Space Station, Unknown Time 

In his capacity as bodyguard to the Grand Serpent, 
Vinder heard the Grand Serpent negotiating 
with the Alforians for the assassinations of family 
members of his most vocal critic, Frey Sampor. 
He made a report on the Grand Serpent's political 
assassinations to his superior, knowing that it would 
end badly for him. Next, he was in his outpost on 
the edge of space and recorded a message to Bel 
explaining that he did the right thing. 


Sheffield, 21st century 

Yaz and Sonya were playing a video game while 
the Doctor explained what she had done, but a 
Weeping Angel appeared in the game and Yaz 
barely avoided it. 


The Temple of Atropos, 

the planet Time, the Dark Times 

The Fugitive Doctor faced off against the Ravagers 
and tried to negotiate, but Swarm threatened to 
destroy the Passenger forms filled with beings. They 
were living prisons with endless capacity. Swarm 
told the Doctor that this planet was Division's dirty 
secret, constructed to control Time. The Doctor 
revealed the gambit her team had been working 


on while she distracted the Ravagers: they brought 
the Mouri here in a Passenger form and Karvanista 
captured Swarm in a stun cube. 


The Time Storm 

The Doctor proposed to the Mouri that they bring 
more of their kind to replace the lost ones and 
embed themselves in the Temple as they did before. 
The Mouri warned her that she would be broken if 
she lingered in the time storm any longer, but the 
Doctor pleaded with them to let her see more of 
her lost memories, even if it hurt her. They refused 
and she was transported to a space station where a 
mysterious woman tried to persuade her to give up 
the fight: the damage was done and the Universe 
couldn't be saved. She revealed that she unleashed 
the Ravagers on the Universe as a temporal poison 
to destroy Time, as the Flux destroyed Space. She 
waved her hand and the Doctor returned to the 
Temple of Atropos with Vinder, Yaz, and Dan. 


21CZ4 TN 1790P, 

Cyber Sector, aftermath of the Flux 

Bel managed to find an old Lupari ship and 
made it out of the sector of space occupied by 
the Daleks into the Cyber Sector, but she was 
attacked by Cybermen and took them out in a 
pitched fight. 


The Temple of Atropos, the planet Time 

While the Doctor fought to get back into the broken 
time stream, Vinder pointed out that the Mouri were 
all back and Time was restored, but Swarm said that 
the Time particles had done enough damage. They 
showed the group Diane, trapped and scared, in 
order to torment Dan and then left. 


Unknown Planet, aftermath of the Flux 

Sitting by a campfire, Bel watched the projected 
message Vinder sent her and, with her 
technological companion Tigmi, looked forward 
to when she could tell Vinder about their unborn 
child. Meanwhile, Vinder returned to his devastated 
home city, determined to find Bel. 


The TARDIS 

A Weeping Angel used Yaz's phone to project into 
the TARDIS and took control, sending the TARDIS 
careening across time and space. 
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© Running the Adventure 

Once, Upon Time is an episode with an 
idiosyncratic structure and presents an incredibly 
valuable opportunity to dive deep into the 
player characters’ experiences and motivations. 
The core of the story is the Doctor and her 
companions sheltering in the time storm to stay 
safe from the Ravagers. Each of them has their 
own entirely unique experience, but they cross 
over with one another's pasts in ways that can 
be fascinating to explore. In the TV episode, the 
characters only see their allies in place of figures 
from their pasts, except for the Doctor who is 
able to break through into their timelines. You 
could expand this to give the characters roles 
within one another's memories. 


You might want to change which memories they 
experience: instead of Vinder being told about 
his duties for the Grand Serpent, perhaps the 
other characters show up in his memory of saving 
his fellow soldiers from disaster, helping him fight 
the blaze or reminding him of safety procedures 
he already knows. Maybe they can't be seen by 
the other people there, or interact with the world, 
but they might get insights into one another that 
they wouldn't have gained otherwise, growing 
closer as they understand each other better. 


Of course, the Doctor is not without her own 
revelations in this episode as well, playing the 
part of the Fugitive Doctor in her own stolen 
memories. She has a mixture of certainty and 
confusion, knowing the plan but unsure how she 
knows it — that makes a great setup for having 
the other characters play the Doctor's elite unit 
of Division operatives. Since we never learned 
about the operatives with her on that day other 
than Karvanista, maybe the player characters 
could get some insight into the people the 
Doctor worked with when she was part of 
Division. One of them says that the point of this 
job is that the Doctor can get out afterwards, 
meaning it might perhaps be one last high-stakes 
job to buy a new life away from the constant 
memory rewriting. You could even sprinkle in 
other missions this unit has undertaken, since 
the Doctor's forgotten past is both filled with 
potential and as yet largely undefined. 


This is also the episode where Bel and Vinder 
come to the foreground as important characters 
in the events of the Flux. Vinder’s connection to 
the Grand Serpent shows them as diametrically 
opposed: the Grand Serpent, willing to have his 
version of order (and control), no matter who it 
hurts, and Vinder’s commitment to the ideals he 
signed up to, even if it costs him everything. This 
sets up the Grand Serpent as a villain in the latter 
part of the arc, a being that can be defeated by 
(somewhat) more conventional means than the 
impossible powerhouses of Swarm and Azure. If Bel 
and Vinder are NPCs in your game, this is simple 
enough to handle. You might want to give the player 
characters ways to help them reunite, as they may 
well want to help the star-crossed lovers. If either 
Bel or Vinder is a player character, they are likely 
to want to take active steps to reunite with their 
partner, and so you probably want to think about 
how to tie that in given the characters’ actions in 
Survivors of the Flux, which is the players’ primary 
window into the devastation caused by the Flux 
and how the power-grabs by different groups have 
affected the people of the Universe. Perhaps you 
could weave parts of Survivors of the Flux into 
the next episode, putting off Village of the Angels 
for a while as through some spatial disruption the 
characters are separated between Bel and Vinder 
and have to try and bring their timelines together 
again, while exploring the Flux-ravaged Universe 
with its strange cults, alien-dominated sectors and 
eerie time disruptions. 


© Continuity 

The Thirteenth Doctor first encountered the past 
regeneration who would become the Fugitive 
Doctor in Gloucester where she was living as a 
human, having removed her memories of her time 
with Division and her nature as a Time Lord (Fugitive 
of the Judoon). The Thirteenth Doctor takes her 
place here within the timeline and experiences the 
Fugitive Doctor's actions in the Temple of Atropos as 
her own, as well as seeing Karvanista as Dan, and her 
other soldiers as Yaz and Vinder. Inside the Matrix in 
The Timeless Children, the Fugitive Doctor helped 
the Thirteenth Doctor overload it and escape, and 
Yaz uses the Thirteenth Doctor's memories of the 
Fugitive Doctor to have her appear as a hologram in 
The Power of the Doctor to trick the Master-Doctor. 


Division operatives such as K-Tosc and En Sentac 
in The Halloween Apocalypse and the operatives 
accompanying the Doctor at the Siege of Atropos 
wear armoured uniforms with strong plates over 
mesh body suits that allow them to move quickly 
while still being protected. Apart from Karvanista, 
they use energy rifles and pistols that are identical to 
the ones stashed by the ex-Division operatives, the 
Fugitive Doctor, and Lee in Fugitive of the Judoon. 
Gat, another Division operative, wore an outfit 
much closer to that of Division founder Solpado, 
who we saw through the Doctor's memories of her 
recruitment in The Timeless Children. 


The Doctor realises that one of the Division 
operatives accompanying her is Karvanista, 


though she currently sees Dan in his place 
wielding the stun axe Karvanista used to capture 
Dan in The Halloween Apocalypse. In The 
Vanquishers, Karvanista reveals that he used to 
be the Doctor's companion. 


Swarm appears both as his past regeneration at 
the Siege of Atropos and the form he took after 
his regeneration in The Halloween Apocalypse. 


The Weeping Angel stalking Yaz through the 
mirror in her police car and the video game she 
is playing has a cracked face. The Angel takes 
over the TARDIS at the end of Once, Upon Time 
and the start of Village of the Angels, where the 
Doctor learns that it is a rogue Weeping Angel 
that is hiding inside Claire Brown and projecting 
itself from her mind. 


Vinder and Bel follow in a tradition of star-crossed 
lovers separated across time or space: Rory 
guarded the Pandorica for centuries because 
Amy was inside it in The Pandorica Opens, and 
River and the Doctor were caught in time streams 
flowing in different directions. 


© Further Adventures 

The Serpent's Tail: The Grand Serpent found only 
two people to be true thorns in his side (having 
thoroughly underestimated Vinder): Kate Stewart 
and Frey Sampor, his most vocal critic. In the wake 
of the Flux, Sampor seeks out Kate as one of the 
only people who ever bested the Grand Serpent. 
The Serpent has found a way to escape from his 
imprisonment on an asteroid in the middle of 
space, and while he no longer has the shadowy 
strength of Division behind him, he still has a lot 
of old alliances and blackmail material to lean on. 
Sampor fears that the Serpent will turn his gaze 
back towards his old system, where he was a 
tyrannical ruler exiled for his cruelty. Sampor has 
a personal stake in this, having lost his family to 
the Serpent's machinations, but despite the best 
efforts of Division and the Grand Serpent, there 
still exists a network of resistance agents who 
traded information on people they now realise 
were part of the Division. Between Kate's shrewd 
insights and Sampor's trusted contacts, they have 
tracked the Grand Serpent down, but they need 
the characters’ help to foil whatever plan he has to 
take back power in his home system. 


The Tangled Skein: The Mouri were not only 
disintegrated by Swarm and Azure, but were 
scattered throughout history. Across all of time and 
space, people start to manifest sensitivity to the flow 
of time, precognitive abilities, and communication 
with the other Mouri. Unfortunately, as they all hold 
a tiny fragment of one of the two Mouri who were 
destroyed, they also feel the eternal pain of the 
Mouri’s disintegrated minds. They find themselves 
converging without realising it, drawn together 
by circumstance in eerily coincidental ways but 
wherever they go, time frays around them. The 
characters are on a space station that starts to 
corrode and age impossibly, causing widespread 
system failures that they have to avert. They realise 
that time around the station is acting strangely. In 
some places, things are going backwards, fruit 
becoming less ripe and clocks running in reverse, 
while in others, decay accelerates. It is localised 
around these six people and when they all meet, 
they will cause a localised time storm that could 
tear the station apart, if the characters don’t 
intercept them in time. 


DIVISION SOLDIER 


CONCEPT: 
Elite Secret Agent 


FOCUS: 
Control 


STORY POINTS: 
4 


Awareness 3, Coordination 4, 
Ingenuity 2, Presence 2, 
Resolve 3, Strength 4 


SKILLS: 
Athletics 2, Conflict 4, 
Knowledge 2, Subterfuge 4, 
Survival 1, Technology 3, 


Transport 2 


DISTINCTIONS: 
Psych-Resistance — 
Gain +3 to any tests made to resist fear, 
psychic influence or other 
mind-affecting situations. 


WEAPONS: 
Division Rifle (4/L/L) 
or Pistol (2/5/7) 


ARMOUR: 
Reduces Damage received by 3. 


TECH LEVEL: 
10 


© FLUX Chapter Four: 

Village of the Angels 

‘There is no time, not any more. The end begins 
again now. And there will be no escape.’ 


Medderton, England, 

Earth, 21st November 1967 and 1901 

In the village of Medderton, one misty night in 
November, all was not well. No one heeded Mrs 
Hayward’s warnings to the other residents that 
they should leave, and a search party combed 
the fields for a ten-year-old girl named Peggy. 
Meanwhile, Professor Eustacius Jericho was 
performing tests of percipience on Claire Brown 
in the cellar of his country house. Claire spoke 
in a strangely resonant voice, saying there would 
be no escape, and then in her own voice, she 
repeated the Doctor's alarmed words: the Angel 
has the TARDIS! 


The Cloister Bell tolled throughout the TARDIS as 
the Angel worked the controls, and the Doctor 
jury-rigged the TARDIS's inner workings to bring 
together time and space, causing a reboot that 


ejected the Angel. The team found themselves in 
Medderton, where they learned from Gerald and 
Jean that their great-niece Peggy was missing. 


The Doctor followed her sonic to Jericho and Claire, 
and recognised Claire from Halloween in Liverpool 
in 2021. Claire's sketches of her premonitions 
included the TARDIS and a Weeping Angel, and 
Claire saw stone angel wings behind her in a mirror. 
Out in the village, Yaz and Dan joined the search 
for the missing girl, only to fall prey to a Weeping 
Angel attacking the residents. 


Professor Jericho learned that Weeping Angels were 
massing outside and surrounding his house. Claire 
explained to the Doctor that in her everyday 21st century 
life, her premonitions had shown her disconnected 
images: a stone angel, the Doctor, a blue box called 
a TARDIS, a Liverpool street, numbers, a year, a voice 
telling her not to blink, and Medderton. She researched 
the mysterious disappearances of the residents in 1901 
and 1967, but an Angel brought her back to 1965. Claire 
blinked sand out of the corners of her eyes, as the group 
was forced back to the cellar by the invading Angels. 
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Yaz and Dan found themselves in Medderton on 
a grey day in 1901. The village was deserted, as 
though the residents had simply disappeared 
halfway through dinner. Peggy, the missing girl, 
found them and showed them where the road 
beyond the village sign crumbled away into the 
void of space. The Angels had put two words in 
her head: quantum extraction. Gerald and Jean 
were brought back to 1901, and Peggy could only 
look on helplessly as a second touch by a Weeping 
Angel caused them to turn to stone and crumble 
away to dust. 


In the cellar in 1967, the Doctor tore up Claire's 
sketch of an Angel and threw it in the fireplace, as 
anything that held the image of an Angel could be 
an Angel. Nevertheless, the paper pieced itself back 
together and the Angel tried to come out of the 
drawing, only stopping when the Doctor crumpled 
up the paper and set it on fire. Stone began to 
creep up Claire's arms as she began to turn into 
an Angel, and the Doctor realised that as a seer, 
her premonition of the Angel had allowed it to stay 
inside her mind. They set up a television so Jericho 
could keep an eye on the Angels approaching the 
stairs to the cellar while the Doctor made contact 
with Claire's mind. 


On a grey shoreline, the Doctor met the Angel, 
which had a familiar crack running across its face — 
this was the Angel that had hijacked the TARDIS. It 
explained that the Weeping Angels chasing it were 
an extraction squadron for Division. 


Unknown Sector, aftermath of the Flux 

Bel travelled to the ruined planet of Puzano, where 
one of the locals, Namaca Ost Parvess Po, told her 
about a saviour who had promised to bring them all 
to safety. Azure appeared above the waiting crowd 
and offered them transport in a Passenger form to a 
safe galaxy unaffected by the Flux. Bel recognised 
the nature of Passenger forms and dragged Po out 
of the way as the people around them disappeared 
into the Passenger, but Po rejected her angrily. 


Medderton 

In 1967, the Angels closed in despite Jericho's 
stalwart refusal to blink, and started trying to 
persuade him to give in using his own voice and 


insecurities. Inside Claire’s head, the rogue Angel 
explained that it had knowledge of all of Division's 
history, including the Doctor's stolen memories, and 
offered to trade that and Claire's freedom in return 
for the Doctor stopping the extraction squad. Time 
had run out, though, as Jericho woke the Doctor 
and they escaped through a secret assignation 
tunnel in the wall of the cellar. 


In 1901, Peggy led Yaz and Dan to a supposed Stone 
Age burial site that only appeared yesterday, right 
before all the people in the village disappeared. 
There they found a rift where 1901 and 1965 met, 
and Mrs Hayward explained that she was Peggy. 
The Angels reached Medderton in the stone and 
left Peggy alive because they wanted a witness to 
tell the story of their attack. 


The Angels began to reach out from the walls of the 
tunnel and Jericho was cast back to 1901. Claire and 
the Doctor were surrounded by the Angels in 1965 
and Claire's Angel made a deal that the extraction 
squad would take the Doctor instead. The Doctor 
realised that it had been a trap by the rogue Angel 
to lure her in, as the only thing Division wanted 
more than the rogue Angel was her. The Angels 
imprisoned the Doctor in the form of a Weeping 
Angel and vanished. 


© Running the Adventure 

Like War of the Sontarans, Village of the Angels 
is a self-contained episode with only a few moments 
outside the core storyline of the cursed village 
under siege from a horde of Weeping Angels. It’s 
a fantastically spooky episode that could easily be 
taken out of the Flux storyline and run as part of any 
campaign. If your campaign doesn't have Division 
or the Timeless Child as major elements, you could 
easily have it be a different group that the rogue 
Weeping Angel stole from, or perhaps even make it 
more sympathetic. In this episode, the rogue Angel 
is willing to do whatever it takes to survive, whether 
it's holding the mind of an innocent human hostage, 
causing an entire village to become victims of the 
Weeping Angels, or trading in the Doctor for its 
freedom. Maybe it sought refuge inside Claire's 
mind but over time, through Claire's intensely 
empathetic nature and precognitive abilities, it has 
learned to love the transient state of mortal beings. 


It could be trying to stop Division because it has 
seen what they plan to do to the Universe, and has 
sought out the Doctor as the only person who can 
stop it, or it has learned truths about a shadowy 
group like the Silence that no other beings can 
perceive. As an alien that feeds off the unlived time 
of others, perhaps it finds a certain perspective in 
Claire’s ability to see other times. 


The hook for this episode from the previous one is 
strong, with the Angel taking control of the TARDIS 
until the Doctor stops it. That's a great cliffhanger 
for the end of any episode! Alternatively, you could 
reframe this in similar terms to the treasure hunt in 
Legend of the Sea Devils, where the characters 
learn about this cursed village (perhaps through 
UNIT files, or a disaster at the military base there) 
and travel back across its different time periods 
to learn the truth of what happened. For a more 
classic British ghost story feel, you could even have 
an archaeological expedition that disappears into 
the past when a team member touches one of the 
Angels in the stone, or an Angel that stalks and 
pursues the team after being disturbed from its 
slumber. You could even take this concept and set 
it somewhere entirely different, like a mysteriously 
empty ship, an American ghost town, or a deserted 
colony on a distant planet. What forms might the 
Angels take to hide there? 


The companions and the Doctor are quickly 
separated across different times, partly to set up 
the companions’ adventures across the globe in 
Survivors of the Flux and partly so they can piece 
together the mystery from different directions. You 
can split the characters into these time periods and 
have some face the Angels’ siege of Jericho’s house 
and the discussion with the Angel in Claire's head, 
while others find the eerily empty village crumbling 
into the void of space and learn the truth from 
Peggy. Alternatively, you could keep the characters 
together, and as they are inevitably picked off 
one by one in the tunnel, they are sent to 1901, 
or they reach the end and speak to Peggy across 
the time divide to learn what really happened. If 
you aren't running this storyline as part of the Flux 
arc, the TARDIS could still be stranded in 1967, as 
the Angels’ quantum-locking effect has somehow 
disrupted its ability to find the player characters, 


and so they have to go on a continent-hopping 
adventure to find an ancient alien artefact that 
allows them to travel back to it. 


© Continuity 

The Weeping Angel with the cracked face appeared 
to the Doctor and in Yaz's timeline while they 
sheltered in the time storm (Once, Upon Time). 


Yaz echoes the Doctor's statement that it’s a very flat 
team structure when Gerald asks if she is in charge. 
This statement has a painful resonance after the 
Doctor's speech in The Haunting of Villa Diodati 
when she chose to give the Lone Cyberman the 
Cyberium rather than kill Percy Shelley. 


The Doctor's psychic paper shows her as being 
from the Institute of Psychic Investigation, which 
surprises the Doctor as much as anyone else, as she 
doesn't yet know about Claire’s abilities. The Third 
Doctor theorised that humans all had the dormant 
capability for psychic power in Planet of the 
Spiders. A few, such as Tim Latimer in The Family 
of Blood, had unlocked it, while others such as 
Gwyneth in The Unquiet Dead and the soothsayers 
of Pompeii (The Fires of Pompeii) had developed 
psychic abilities as a result of exposure to time rifts. 


This is the first time Dan and Yaz have really been able 
to spend time together without dashing between 
the Doctor's madcap adventures. They continue to 
bond as they search for the Doctor in Survivors of 
the Flux and their trust and friendship grows. 


As previously established, the Weeping Angels 
interfere with electronics, as they do in Blink and 
The Time of Angels. The Doctor and Jericho 
use the same trick of leaving the Angels locked 
into looking at each other as Sally Sparrow and 
the Tenth Doctor used in Blink. The previously- 
exhibited ability to speak through a human (The 
Time of Angels) allows an Angel to speak directly 
with Jericho in his own voice to try and persuade 
him to give up. This episode also explores the fatal 
results of a second touch by a Weeping Angel. 


Claire's relationship with the Angel in her mind 
parallels Ada Lovelace’s relationship to the 
Kasaavin (Spyfall). 
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CLAIRE BROWN 


CONCEPT: 
Displaced Percipient 


FOCUS: Understanding 
STORY POINTS: 9 


Awareness 5, Coordination 2, 
Ingenuity 3, Presence 2, 
Resolve 4, Strength 2 


SKILLS: 
Athletics 3, Convince 2, Intuition 5, 
Knowledge 3, Subterfuge 3, Technology 2 


DISTINCTIONS: 

Percipient — At the Gamemaster’s 
discretion, the character can spend a 
Story Point to make a roll that allows them 
to learn information they have no way 
of knowing, through visions 
or extrasensory perception. 


TECH LEVEL: 5 


In The Woman Who Fell to Earth, the Doctor says 
that she hates empty pockets. Now she sets up 
the defence of Jericho's house using largely items 
from her pockets, including a rainbow ribbon that is 
reminiscent of the rainbow on her shirt. 


The rogue Angel tells the Doctor that Division uses 
all kinds of species to achieve its aims. We also 
see Division using Lupari (Once, Upon Time), Ood 
(Survivors of the Flux), Judoon (Fugitive of the 
Judoon), and the binary demi-species the Grand 
Serpent is part of (Survivors of the Flux). 


In Once, Upon Time, the Doctor is deeply unwilling 
to give up when she has the chance to learn more 
about her stolen memories: the Angel knows this, 
and brought her here to bargain for her help in 
exchange for the knowledge it holds. We saw this 
when the Doctor would have stayed in the time 
storm, even to the point of her death, to see just 
one more memory. 


WEEPING ANGEL 


CONCEPT: 
Quantum Assassin 


FOCUS: 
Infiltrate 


STORY POINTS: 
6-8 


Awareness 3, Coordination 4, 
Ingenuity 2, Presence 3, 
Resolve 3, Strength 3 


SKILLS: 
Conflict 4, Convince 3, 
Knowledge 4, Subterfuge 4 


DISTINCTIONS: 

Weeping Angel — While they're being 
observed, Weeping Angels are quantum 
locked and made of stone, making them 

very resistant to damage. They can interfere 
with the flow of electricity and project 
through anything that bears their image. 

They can send people to another time 

with a touch, and attack with teeth 
and claws (Strength +2) 


TECH LEVEL: 
Unknown 


© Further Adventures 

Touched By An Angel: After her experiences with 
the rogue Weeping Angel in her mind, her intense 
precognitive episodes, and sensing the last wave 
of the Flux, Claire Brown finds that her sensitivity 
to disruptions in time and space have increased. 
She begins to have more frequent premonitions 
and uses them to help Kate Stewart's work with 
UNIT. A series of images begin to emerge, sending 
out threads of causality that weave into a terrible 
disaster for Earth. Claire seeks out the player 
characters to help her understand these images. 
She has fragments of information: a witch bottle 
from 17th century England, a waxwork replica of 
a monster from the personal collection of a horror 
director, an ancient Middle Eastern atlas with a 
message drawn into the contours of mountains, an 
eye-catching piece of graffiti on a modern street in 


Rio de Janeiro, and a cave with a single beam of 
sunlight falling upon a shrine in the centre. Why is 
Claire receiving these images and how do they add 
up to a catastrophe beyond imagining? 


Angel Watch: In the future, a human colony on the 
planet Apsintos is besieged by Weeping Angels 
who attack once every generation, taking a number 
of individuals over seven stormy nights in an event 
known as the Reaping. The people of the colony 
have divided into two groups: those who wish to 
try and keep the Angels at bay and those who have 
built a folk religion around the Angels and offer 
up people to them. The characters read a strange 
abundance of quantum signals from the planet 
and arrive on the first night of the Reaping to see 
conflict between the two factions on Apsintos 
as they keep watch from the walls and through 
electronic surveillance in a desperate vigil through 
the night. The colonists beg the characters for 
help in stopping the Angels. The characters learn 
that the Angels were trapped deep in a cave by 
a machine developed by the people who first 
settled the colony. They are starving, and every 
thirty years the atmospheric conditions interfere 
with the machine enough that they can emerge for 
one night at a time, but at the end of that time, 
the storm ends and the Angels have to survive on 
what they have taken for another generation. They 
have developed the art of choosing the people with 
the greatest potential for their occasional meals, to 
provide the most sustenance for the smallest effort. 
If the characters can reach the machine before 
being taken by the Angels, they can use it to send 
the Angels far away rather than trapping them here, 
but the storm this year is stronger than usual and 
the Angels are gathering strength to take every 
single person in the colony and break out forever. 
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© FLUX Chapter Five: 
Survivors of the Flux 
‘My friends are never lost.’ 


Mexico and Constantinople, 1904 

Dan, Yaz, and Jericho had spent three years 
searching the globe, tracking down artefacts and 
(as respectfully as possible) studying them. They 
travelled to a market in Constantinople in search of 
a scholar who could decipher the markings on a pot 
from a Mexican pyramid in relation to some ancient 
panels, which, they came to discover, pointed to 
the date of the end of the world: 5th December. 
Assassins with tattoos of a coiled serpent on their 
left wrists set upon them in both the market and 


on the steam ship they were travelling on, choosing 


death rather than questioning. In an adaptive 
hologram the Doctor had made, she asked Yaz to 
safeguard Earth, and to trace the ripples an event 
like the Flux would have left backwards in time 
through seers and visionaries so they could learn 
when the final battle for Earth would take place. 


Division Control Station, outside time and space 
The Doctor was brought by the Weeping Angels 
to the same station she had seen before, where 
the same woman stood before a huge tree. An 
Ood placed a conversion plate on the Doctor's 
coat, and the woman explained that this was 
Division. She told the story of Division's founding: 
a group who wanted to ensure the safety of their 
galaxy. Over time, their number of operatives 
grew and they shaped events in contravention of 
the Time Lord directives of non-interference. From 
the shadows, they decided when civilisations 
needed to be ‘enlightened’. They hid in the 
place between universes and were now moving 
to the next universe, as this one was on the road 
to destruction. 


Earth, 2021 

One of the Lupari craft making up the anti-Flux 
shield around Earth drifted off into space, so 
Karvanista took remote control of Bel’s ship just 
as it approached a foreboding structure covered 


with clawed spits of metal, where the signals of the 
disappeared people from Puzano led. Karvanista sent 
the ship back towards Earth, despite Bel’s protests. 


Vinder teleported onto the structure and watched 
Swarm and Azure disintegrate the humans they had 
captured as a power source. The Ravagers caught 
him, placing him inside the Passenger. Inside the 
Passenger, Vinder found only Diane in the bleak, 
ever-changing landscape, and she recruited him for 
her escape plan. 


Division Control Station, outside time and space 
The woman, Tecteun, explained that this place is her 
seed vault, filled with genetic traces she could bring 
to the new universe. As far as she was concerned, the 
Doctor was a virus, always interfering and inspiring 
people. Once the Doctor started to discover the 
truth about Division, she would never stop, so 
Division had to end this Universe and move on to 
another one. To her horror, the Doctor realised that 
Tecteun was generating the final waves of the Flux 
from the station. 


England, 1958, 1967, and 1987 
In 1958, the Grand Serpent was busy inveigling 
himself into the formation of UNIT through General 
Farquhar, under the name Prentis. 


In 1967, General Farquhar showed Prentis around 
their new facility and Prentis noticed the TARDIS, 
which they had just brought from Medderton. 
Farquhar insisted on using an_alien-detecting 
computer on Prentis, only to learn that Prentis wasn’t 
human. Prentis choked Farquhar from the inside with 
a golden alien snake that melded back into him. 


In 1987, when the retiring chair of the UNIT 
Oversight Committee refused to give Prentis the 
job, Prentis trapped him in his car and killed him. 


1904, Nepal and the Great Wall of China 

Yaz, Dan and Jericho trekked up into the mountains 
of Nepal to find a legendary seer who told them 
three words: fetch your dog. They travelled to 
the Great Wall of China and painted a huge set 
of words saying ‘Karvanista! Dan is here — 1904. 
Fetch your human!’ On a steamship, they were 
waiting for a signal from Karvanista when Joseph 


Williamson burst in through the door and out again, 
but they learned enough to head to Liverpool and 
investigate the tunnels themselves. 


Division Control Station, outside time and space 
The Doctor was guided by whispers as her mind 
returned to that impossible, floating house and guided 
her to a fob watch held in a bell jar on Tecteun’s shelf: 
a Gallifreyan device for the storage of memories and 
identities. Tecteun admitted that the rogue Weeping 
Angel stole the watch but was now imprisoned. She 
promised that if the Doctor rejoined her and helped 
her explore a new universe, she would restore the 
Doctor's memories and let her friends live. 


London, 2017 

Prentis explained to Kate Stewart, head of UNIT, that 
UNITS operations were being wound down. Kate 
threatened to expose his actions as an alien who had 
been murdering his predecessors. She was wearing a 
psychic manifest shield, so instead of his usual trick, 
Prentis was forced to resort to blowing up Kate’s house. 


Back in his office, he ordered all of humanity's 
missile systems to point at the Earth itself as part of 
an alliance with the Sontarans. 


Earth Lupari Defence Shield, 2021 
Karvanista teleported onto Bel’s ship and they 
exchanged shots, but at that moment the Lupari 
fleet came under attack by Sontarans and the 
integrity of the shield was breached. 


Liverpool, 1904 

Williamson told Yaz, Dan, and Jericho the truth of 
his tunnels: he had found tears in time and space to 
different places and saw the end of everything. He tried 
to build defences for humanity against the destruction 
to come. Since Halloween, the doors had been shifting 
and he couldn't be sure where they led. The doors 
resounded with hammering all around them. 


Division Control Station, outside time and space 
Swarm and Azure used the energy they had 
harvested from their captives to build a psycho- 
temporal bridge to the Doctor. Swarm killed 
Tecteun and declared his intention to go beyond 
this Universe and take revenge on Division for their 
imprisonment, as Azure reached for the fob watch. 
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© Running the Adventure 

Like Once, Upon Time, this episode is split across 
many different threads, driving them all forward to 
the finale in The Vanquishers. It is probably the 
most important episode in terms of establishing all 
the information needed for a satisfying conclusion 
to the Flux arc. 


In Survivors of the Flux, the characters are 
scattered and having to forge through on their 
own initiative, luck, and skill. If you have the 
Doctor as a player character in your game, you 
might want to talk to the group about how best 
to run this episode, as the Doctor is outside the 
Universe, unable to make contact with the other 
characters or help them for the entire episode. 
On the one hand, it's a really rich storyline that 
brings together the conflicts the Doctor has 
struggled with for all of Season 12 and the Flux 
arc. Tecteun provides vital information about 
Division and the Flux. However, having one 
character off playing through an entirely different 
storyline from everyone else is a hard session to 
keep engaging. The simplest way to handle this 
is to have the Doctor's discussions with Tecteun 
happen in one scene before the rest of the 
story, perhaps in a downtime section where the 
characters have restricted options but can still 
develop relationships and pursue their goals. The 
Doctor tears off the plate earlier and ends up 
with the characters, only to be dragged back by 
a Weeping Angel just as the Ravagers make their 
trip to the station. 


You could collect together the different threads 
of this episode and expand them into their own 
episodes. For example, the epic pulp adventure 
story of action, conspiracies, and archaeology in 
1904 as the characters travel the world and piece 
together clues as to the final Flux event's date 
and location would make a fantastic episode on 
its own. The characters realise that this strange 
serpent-tattooed group is trying to stop them, and 
track the mysterious Prentis through UNIT's history, 
never able to catch him in the act. Perhaps they 
even leave Kate clues that help her investigate 
Prentis. As they foil Prentiss plan, the TARDIS 
reads a huge massing of energy somewhere in 
deep space — Swarm and Azure's plan to kidnap 


living beings in the Passengers under the guise 
of saving them, only for those beings to be used 
as the batteries needed for them to assault the 
Division Station outside of the Universe. 


This episode also throws the question of the 
Timeless Child's origins open completely. Thus 
far we have only had Tecteun’s theory about 
what happened, that the Timeless Child fell 
through the wormhole and couldn't get home, 
but the Doctor has lots of possible alternatives to 
Tecteun’s theory that she was abandoned: what 
if she didn’t come through the wormhole at all? 
What if she was waiting there to be collected? 
What if she was supposed to be taken through 
it? What if whoever left her there was taken by 
the wormhole? What if the Doctor met the other 
versions of herself, who weren't picked up by 
Tecteun? Perhaps one version returned to the 
world beyond the wormhole and then voyages 
back, and another version had to survive on the 
desolate planet, becoming resourceful but also 
tough and defensive? These are questions that 
your campaign could explore going forward, 
when the Flux is no longer a threat and Division's 
leaders have been removed. 


© Continuity 

Following their displacement in time, Yaz, Dan, 
and Jericho have to go the long way around by 
living through history, as the Master did after the 
Doctor foiled him in Spyfall. They spend three 
years travelling the world together, which builds a 
strong bond between them. 


The Doctor's seemingly responsive pre-recorded 
messagesare also in Blink and Spyfall. In Eve of the 
Daleks, Dan used Yaz re-watching the recording as 
evidence that she is in love with the Doctor. It also 
provides a parallel with Bel listening to Vinder’s last 
message so much she’s worried she'll wear it out in 
Once, Upon Time. In The Power of the Doctor, 
the Doctor uses the hologram she created for Yaz 
(triggered after Yaz spends a certain amount of 
time away from her) as the basis for a much more 
extensive holographic version of herself, made up 
of her histories, knowledge, and the memories of 
her regenerations to help Yaz even after she dies 
or becomes indisposed. 


When the Fam first enters the TARDIS in The 
Ghost Monument, Yaz comments that ‘you can’t 
engineer dimensions’ and the Doctor says ‘maybe 
you can't.’ The Doctor is wowed by the dimensional 
engineering required for the Division station. 


The Grand Serpent's manipulation of UNIT gives 
us insights into UNIT’s formation: Farquhar 
established a new site following WOTAN's 
attempted conquest of the human race at the Post 
Office Tower (The War Machines). 


The Grand Serpent hears Alistair Gordon 
Lethbridge-Stewart’s voice in the new UNIT 
facility and Farquhar mentions that he's a 
‘shouter’, brought on as a corporal following the 
incident at Post Office Tower in 1967. This is only 
a year before Lethbridge-Stewart will encounter 
the Doctor for the first time in The Web of Fear, 
by which point he is already a colonel. When the 
Grand Serpent tries to intimidate Kate Stewart, 
Lethbridge-Stewart’s daughter, she tells him 
that she will not let the task force that has been 
many lifetimes’ work for her and her family be 
sabotaged. In Resolution, the Doctor learns 
that UNIT has been shut down, suggesting that 
the Grand Serpent's influence was shaping UNIT 
even then. 


After the Grand Serpent's attempt on her life, 
Kate rings Petronella Osgood, her most trusted 
ally at UNIT. Osgood had previously proven how 
reliable she was in The Day of the Doctor and 
The Zygon Invasion. 


The TARDIS is at UNIT HO after it was recovered 
from Medderton at the end of Village of the 
Angels. As when Gerald tried to ring the police 
from it in Medderton, the TARDIS’s perception 
filter showing it as a blue call box fits in perfectly in 
1967 — Farquhar mentions that UNIT had to check 
with the local constabulary that it wasn’t theirs, as 
the TARDIS first assumed that form in 1963 to fit in 
(An Unearthly Child). 


The pocket watch as a storage device for memories 
and identities was also seen as the storage method 
for the Tenth Doctor's displaced memories in 
Human Nature. 


© Further Adventures 

UNITy: The Grand Serpent did not just control 
UNIT — he placed the seeds of UNIT’s destruction 
within its very foundations. Literally. Following the 
commissioning of the new UNIT facility, he left 
self-replicating spawn of his snake half dormant 
in the walls and floors of the facility. Over time, 
they began to attach themselves to members of 
UNIT, focusing on one specific ally of his within 
the organisation named Severin. Severin was as 
ambitious as his mentor and began to carefully 
syphon off dangerous items that would go missing 
in transit. Now the Nest, as Severin has named his 
new organisation, is seeking to make Earth their 
new domain in the wake of the Grand Serpent's 
defeat. To achieve their aims, they must have Kate’s 
knowledge and access to her hidden databases, so 
they kidnap Osgood. Kate contacts the characters, 
knowing that the Nest will be watching her every 
move, and asks them to rescue Osgood and find 
out whatever they can about the Nest. 
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THE GRAND SERPENT 


CONCEPT: 
Exiled Tyrant 


FOCUS: Dominance 
STORY POINTS: 7 


Awareness 2, Coordination 3, 
Ingenuity 5, Presence 5, 
Resolve 3, Strength 3 


SKILLS: 
Conflict 2, Convince 3, Intuition 2, 
Knowledge 3, Subterfuge 5, Technology 3 


DISTINCTIONS: 

Binary Demi-Species — Two beings in one 
body with two distinct circulatory systems. 
Can psychically project its secondary 
form into another being’s body 
to suffocate it from the inside. 


Psych-Resistance — Gain +3 to any tests 
made to resist fear, psychic influence, 
or other mind-affecting situations. 


TECH LEVEL: 10 


DIVISION OOD 


CONCEPT: 
Peaceful Telepath 


FOCUS: Service 
STORY POINTS: 5 


Awareness 6, Coordination 3, 
Ingenuity 4, Presence 2, 
Resolve 3, Strength 4 


SKILLS: 
Craft 3, Intuition 3, Medicine 2, Science 3, 
Survival 3, Technology 5, Transport 3 


DISTINCTIONS: 
Ood — Long-lived and experienced, 
highly telepathic but also susceptible to 
psychic interference and mind control. 


TECH LEVEL: 6 


TECTEUN 


CONCEPT: 
Time Lord Scientist 


FOCUS: 
Discovery 


STORY POINTS: 7 


Awareness 3, Coordination 2, 
Ingenuity 6, Presence 3, 
Resolve 4, Strength 2 


SKILLS: 
Convince 2, Craft 3, Knowledge 5, 
Medicine 2, Science 5, Subterfuge 2, 
Technology 6, Transport 2 


DISTINCTIONS: Time Lord — Has an innate 
connection to time and can feel when it is 
wrong, and regenerate when killed. 


Psych-Resistance — Gain +3 to any tests 
made to resist fear, psychic influence or 
other mind-affecting situations. 


TECH LEVEL: 10 


KATE STEWART 


CONCEPT: 
Principled Spymaster 


FOCUS: 
Defend the Earth 


STORY POINTS: 8 


Awareness 2, Coordination 2, 
Ingenuity 4, Presence 4, 
Resolve 4, Strength 2 


SKILLS: 
Conflict 3, Convince 3, Knowledge 3, 
Science 2, Subterfuge 2, Survival 1, 
Technology 3, Transport 1 


TECH LEVEL: 5 


© FLUX Chapter Six: The Vanquishers 


‘| approach everything with caution. Or abandon. 
One of the two.’ 


With Earth under siege, the Doctor asked the Ood 
to locate her TARDIS and tore off the conversion 
plate as Swarm touched her. She was dragged 
back into the Universe on Bel's ship with Karvanista, 
holding off a Sontaran boarding party. 


In Williamson’s tunnels under Liverpool in 1904, 
Yaz, Jericho, Williamson, and Dan also held off the 
Sontaran attacks, dashing through a door saying 
‘Sth December 2021’. They appeared in the tunnels 
in 2021 with Kate Stewart, leader of the human 
resistance against the Sontarans, who had brought 
the Doctor's TARDIS. The Doctor, phasing in and 
out of reality, appeared beside them and realised 
she was in three places at once: the Lupari ship, the 
station, and the tunnels. She flashed back to the 
ship and brought it plunging down towards Earth. 


The Doctor crashed the Lupari ship into the force 
field surrounding the Sontaran base command atop 
the Dark Energy Camera in Chile, a plan to bait the 
Sontarans into capturing her and Karvanista so Bel 
could infiltrate the facility solo. 


Back on the station, Azure opened the fob watch 
and the Ravagers explained to the Doctor what the 
impossible house represented: all the memories 
she’s lost and all the people she’s been. Swarm 
tormented the Doctor by disintegrating and then 
restoring the house, which disintegrated parts of 
the Doctor too. 


In the tunnels, the Doctor reconnected with her 
companions and was excited to talk to Joseph 
Williamson, the ‘Mad Mole of Edge Hill’. Kate 
explained that Sontaran Command was in the Cerro 
Tololo Observatory in Chile, site of the Dark Energy 
Camera. The Sontarans were using humans to fuel 
their psychic command centre, and the Fam hatched 
a plan to get Claire and Jericho in as undercover 
operatives by bribing one of the Sontarans with 
their favourite treat: chocolate. 


The Doctor was shut in a cell with Karvanista and 
learned that he had once been a companion of 
hers. He would have done anything for her, and 
was deeply hurt when she left him, before crashing 
back into his life like nothing had happened. He 
had a synaptic collider in his brain that would kill 
him if he talked about it. The Sontarans revealed 
with relish that they had killed all the Lupari, and 
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Karvanista was the last of them, then dragged 
the Doctor off while Bel was busy infiltrating the 
command ship. 


On the station, Azure elaborated on her and her 
brother's philosophy: they worshipped Time and 
the culmination of the Flux would release Time 
from the Temple of Atropos. They would rewind 
the destruction so they and the Doctor could 
experience it for eternity. 


Inside the Passenger, Diane showed Vinder the 
weaknesses she'd found in the security system. 
At the places where the different landscapes met, 
she had dug into the ground to the biomachinery 
underneath. If they disrupted the systems with 
Vinders gun and shot the security beings that 
appeared, they could get to the steps where they 
came in before it self-repaired. They managed to 
get out of the Passenger with just enough time for 
Vinder to activate his communication device before 
they were dragged in again. 


The Grand Serpent tried to torture answers out of 
the Doctor but it only resulted in her guessing that 
he was an exiled tyrant, a binary demi-species who 
could use his inter-body bio-projection to suffocate 
people from within. Her TARDIS arrived with the 
other Thirteenth Doctor and they trapped the 
Grand Serpent in his own stasis field. Bel loaded 
the data from Sontaran Command into Tigmi and 
Dan fetched Karvanista. 


Meanwhile, Psychic Surveyor Kragar put Claire 
and Jericho into machines that used their brains to 
evaluate all the possibilities of where and when the 
final Flux event would occur. Due to Claire's psychic 
abilities, she found the time-space coordinates 
before the experience burned her and Jericho's 
minds out, and the transmat rings on their fingers 
sent those coordinates to the TARDIS. 


The Doctor made psychic contact with all three 
of her selves to better put the pieces together: 
the primary material making up the Flux was 
antimatter created outside their Universe and 
channelled in. The Sontarans were going to 
invite their enemies, the Cybermen and Daleks, 
to the location and time of the final Flux event 


under an offer of alliance and protection. When 
the Flux approached, they planned to withdraw 
the Sontaran-controlled Lupari shield and use 
the huge amount of matter from the Dalek and 
Cyber fleets to negate the Flux’s anti-matter. The 
Doctors hopped the TARDIS inside the Passenger 
form to recover Vinder and Diane, to Bel and 
Dan's relief. 


Swarm and Azure took the third of the Doctor 
still on the station to the Temple of Atropos as a 
sacrifice to Time. Meanwhile, the Ood did his best 
to minimise the final Flux event from the station. 
Karvanista, Bel, Vinder, and one Doctor took the 
Lupari fleet back from the Sontarans and Claire 
successfully returned to the TARDIS with her 
transmat ring, but Jericho's was destroyed. 


The Sontaran, Dalek, and Cyber fleets arrived 
at the location of the final Flux event and the 
Doctor's counterplan came into play: under 
Karvanista’s control, the Lupari ships withdrew 
from the Sontaran fleet as well as the Daleks and 
Cybermen. Vinder and Bel used Lupari ships to 
take out the Sontaran comms transmitters and the 
Flux tore through all three fleets. Tragically, Jericho 
could not escape in time and was taken by the 
Flux, but at Diane’s suggestion, the Doctor placed 
the Passenger form in front of the Flux where the 
last of its destructive power could be absorbed by 
the endless matter inside the Passenger. 


Time disintegrated Swarm and Azure for their 
failure in destroying the Temple of Atropos — 
leaving the Doctor with the fob watch — and 
reunited the different Thirteenth Doctors, but 
warned her that she couldn't outrun Time. As 
the Grand Serpent went to kill Kate Stewart in 
the tunnels, Vinder and Kate faced off against 
him and forced him through one of the doors, 
abandoning him on a rock in the middle of space. 
Karvanista, Bel, Vinder, and Tigmi left to explore 
the stars and Kate, Claire, and Diane returned 
to 2021. Diane told Dan she needed more time 
before they could try a date again and Dan 
officially joined Team TARDIS. The Doctor asked 
the TARDIS to keep the fob watch safe for her, 
deep in its systems somewhere she could never 
find it, unless she really asked for it. 


© Running the Adventure 

This episode goes to the other extreme from the 
last one — rather than the Doctor being out of 
the Universe entirely, in this episode we have three 
Doctors at once! A big advantage of this is that 
the Doctor can be in scenes with all the different 
characters, but nobody wants to watch a player 
character talk to themself for ten minutes! One 
option is to give other players different Doctors to 
play — while the Doctors in the episode are all the 
Thirteenth, you could get the players to choose 
their favourite Doctor, whether from the known 
regenerations or the mysterious Fugitive Doctor. 


Williamson's tunnels give the characters easy ways of 
getting together so they can team up and coordinate 
their approach. To wrap up the Flux arc, the episode 
sets up a number of different challenges: 


e Claire and Jericho are sent to find the location 
of the final Flux event using Sontaran 
psychic command. 


e The characters need information on the Sontaran 
stratagem, so the Doctor and Karvanista are 
captured deliberately and the Doctor is 
interrogated by the Grand Serpent while Bel 
sneaks in and gets the Sontaran data. 


They need to stop the Flux, by throwing enough 
matter in front of it to neutralise it or finding 
another way. 


Vinder and Diane are in the Passenger and 
need to be rescued or escape and get out of its 
area of effect. 


Swarm and Azure need to be stopped. 


The Grand Serpent is still out there, even when the 
Sontaran stratagem and the Flux fail. Luckily, 
he really wants to take Kate Stewart out, so the 
characters can lure him into an ambush in 
the tunnels. 


Lots to do when time is running out! As you have 
probably noticed, this list is highly prescriptive, 
but in roleplaying games, players will think of 
all kinds of creative ways to tackle problems. 


Hopefully with this list, you can improvise around 
the episode storyline to give your players agency 
in finding satisfying solutions to the arc. There are 
some incredible environments and set pieces to 
play with: the shifting tunnels, the infinite alien 
landscapes and biomechanical systems inside 
the Passenger forms, the Temple of Atropos, the 
Division Station, and the incredible set piece of 
the massed fleets of the Daleks, Cybermen, and 
Sontarans being utterly annihilated by the Flux. 
This episode is the time to pull out all the stops. 


Do your players decide that they want to go 
to the Division Station and stop the Flux from 
there? Great idea! Think about what challenges 
they will have to overcome: first, getting there 
at all requires either the cooperation of quantum 
beings like the Weeping Angels or a huge outlay 
of energy to build a psychic bridge; secondly, 
staying there involves having conversion plates, or 
they'll just be torn back into the Universe; thirdly, 
they need to persuade the Ood to let them tinker 
with the controls if they haven't already; finally, 
they need to understand a machine created by a 
Time Lord scientist with a brain bigger than the 
whole Universe. 


That means the Flux won't destroy the fleets, 
but perhaps the characters managed to get 
information from the Sontaran data banks that 
proves the plan to abandon the Daleks and 
Cybermen to the Flux. Broadcast that to the 
fleets and before you know it, they'll be too 
busy fighting each other to notice anything else 
for a while! 


This is just one example of how the same 
elements could play out depending on the 
choices your players make. The Vanquishers 
has so many different threads woven together 
that it's impossible to follow them all exactly 
as they happen in the show, and if you insisted 
on the players following exactly the same 
story, it wouldn't be fun for anyone! Don't feel 
overwhelmed, keep track of the different things 
you want to resolve, and enjoy the ride. 
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© Continuity 

Even the Doctor is struggling to keep up when she 
splits into multiple selves, but she learns a lot from it. 
In The Power of the Doctor, she uses a responsive 
Al hologram of herself to coordinate the actions of 
her different companions across different places. 


Karvanista has a synaptic collider that Division 
installed to ensure he would never be able to 
talk about his work for them. A neural method of 
behaviour control is also used by Stormcage when 
Krasko is released into the general population in 
Rosa, but where Krasko’s neural inhibitor causes him 
psychic pain when he tries to enact the forbidden 
behaviour, Karvanista’s is much more deadly and 
would kill him in three seconds with poison injected 
directly into his brain. 


The Thirteenth Doctor and her companions have 
been confronted with the ethics of the Doctor's 
approach to friendship throughout the Thirteenth 
Doctor's era. Karvanista’s experience of feeling 
abandoned by the Doctor is reminiscent of Jack 
Harkness's pain at being left behind by the Ninth 
Doctor, which he talks about in Revolution of the 


Daleks, and Tegan’s trauma of being ignored by the 
Doctor for most of her life after she left the TARDIS 
(The Power of the Doctor). Tecteun challenges the 
Doctor on her hypocrisy, as she claims the Doctor's 
tendency to pick up companions, use them, and 
leave them behind is just as cruel as her kidnapping 
the Timeless Child (Survivors of the Flux). Graham 
forms a companions’ support group to help them 
all feel less alone in The Power of the Doctor, and 
as Yaz points out to the Master-Doctor, the Doctor's 
strength is that she gathers friends around her who 
truly love her. 


The Doctor laughs at the Grand Serpent and asks 
if that’s what his parents called him to anger him 
into revealing more than he means to. She did the 
same to puncture Tzim-Sha’s pride in The Woman 
Who Fell to Earth by pretending to mishear his 
name as Tim Shaw. 


The Doctor has made telepathic contact with the 
Master (Spyfall), Claire (Village of the Angels), 
and Percy Shelley (The Haunting of Villa Diodati) 
during the Thirteenth Era, and now she makes 
contact across all three of her selves. 


The consequences of the Doctor's actions come 
back to bite her in Eve of the Daleks, when she is 
targeted and hunted down by a group of Daleks for 
the destruction of the Dalek fleet. 


Once again the Doctor turns her enemies’ plans 
against them, as she did with Tzim-Sha (The Woman 
Who Fell to Earth) and the Fugitive Doctor did 
with Gat (Fugitive of the Judoon). 


© Further Adventures 

Seeking Passage: The characters are breaking into 
an old storeroom belonging to an unscrupulous 
thief who runs black market auctions, looking for 
a powerful weapon that should never be in the 
hands of a private collector. A bright light blossoms 
across the room and they find themselves on a set 
of strange steps in the middle of nowhere. As they 
explore, the landscapes change between weird 
alien places. They realise, to their horror, that 
they have been trapped in a Passenger form that 
must have been in the storeroom. What they don’t 
know is that this is the thief’s security system: he 
uses the Passengers to contain anyone who gets 
into his storeroom, meaning that somewhere in 


these endless landscapes are a number of people 
who are willing to lie, cheat, steal, and even kill 
to escape. Can the characters team up with any 
of the other would-be thieves and figure out how 
to escape before the other people inside the 
Passenger catch up with them? 


Future Imperfect: Claire's time with a Weeping 
Angel in her head has left her more convinced 
than ever that other people like her are vulnerable 
to alien influence or psychic manipulation. She 
sets out to try and identify other humans with 
psychic abilities, guided by her own powers as 
she starts to control them better. She finds a 
group of young psychics who have all travelled 
to a cave deep in the Pennines where they claim 
to receive messages from the Hollow Hart and 
seem to have formed some sort of cult around 
a strange stag creature that is slowly spreading 
to the nearby communities. Claire feels herself 
starting to fall under the sway of the Hollow 
Hart and contacts the characters to ask for their 
help in investigating whatever this strange 
influence is and why it is provoking such belief in 
these psychics. 


CHAPTER SEVEN 


THE THIRTEENTH 


DOCTOR'S ADVENTURES 
SPECIALS 


O Eve of the Daleks 

‘No time. Really, no time. My actions are catching 
up with me. Time is catching up with me. | will not 
let you die because of decisions I’ve taken.’ 


Manchester, England, 

New Year's Eve, 2021, nine minutes to midnight 
The Fam planned on taking a nice holiday while the 
TARDIS went into self-reset to clear out all the Flux 
debris, but instead they ended up in a self-storage 
business in Manchester on New Year's Eve, with the 
manager, Sarah, and her one customer, Nick. 


As the Doctor sensed a time disturbance in the 
building, a Dalek teleported into it and exterminated 
everyone inside. In the next moment, they all found 
themselves reset: Sarah was handing over the 
storage locker keys to Nick in the lobby, and the 
Doctor, Dan, and Yaz ran out of the TARDIS. All five 
remembered being exterminated, and the exits 
from the building were covered by some kind of 
forcefield. Even though they made different choices 
this time, the Dalek anticipated their movements 
with strategy and exterminated them again. 


They reset again and barricaded themselves in 
Nick’s storage room. The Doctor realised that the 
time loops were decreasing each time, starting 
at nine minutes to midnight and now down to 
seven, only resetting when all of them had been 
exterminated. If they made it outside the building 
through the one open door in the basement and 
survived to midnight, the loop should end. Luckily, 
Sarah’s employee, Jeff, had rooms filled with 
random and dangerous items, including explosives. 


The Dalek admitted that it had originally been sent 
to execute the Doctor, but the TARDIS’s reset had 
caused the time loop. They played cat and mouse 
with the Daleks as more joined the hunt. They spent 
a loop acting entirely differently to their plan so the 
Daleks couldn't anticipate their actions. 


They dragged explosives down to the basement 
level and set Sarah's phone as a detonator, then 
lured the Daleks in by using the sonic to bounce life 
signals around the basement, blowing up the whole 
storage unit. They all watched the fireworks together 
and found the TARDIS in the crater, good as new. 


© Running the Adventure 

Eve of the Daleks is a classic time loop story, with 
an excellent twist: the characters cannot afford 
to spend endless loops figuring out a plan, as 
the TARDIS can’t sustain the time loop, and each 
time, it gets shorter by a minute. On top of that, 
the Dalek Executioners are brilliant hunters, able 
to strategise, learn, and predict the group's actions 
almost as fast as the group can come up with them. 


There are a lot of moving parts to this story, so it's 
a good idea to lay them out carefully. You have five 
people being hunted by the Daleks in a building 
with five floors, and a basement with the only exit 
point. The characters all reset to the same places: 
Team TARDIS is outside the resetting TARDIS, Nick 
is in or outside his storage room, and Sarah is in 
the lobby. While you can track what every character 
is doing for every minute of the episode, it might 
be easiest to just have them reset to the lobby, 
Nick's storage room, and standing in front of the 
TARDIS each loop, as they are distributed across 
the building and can experiment with different ways 
of solving the loop. 


This episode relies heavily on the characters’ 
choices at every point, so it will probably be too 
restrictive to try and stick to the storyline exactly. 
Instead, let the players strategise, experiment, 
and learn what resources they have access to and 
how to confuse the Daleks. You have a lot of clues 
and points of interest at your disposal: the odd 
time distortion from the floor where the first Dalek 
appears, the weird collections of items and living 
space belonging to the mysterious other employee, 
Jeff, and the exit in the basement. If the players 
are getting complacent, the Daleks can surprise 
them by deploying additional units, or anticipate 
and counter a strategy by turning off the power, 
blocking a character in and removing them from 
the time loop, or learning a pattern they used in a 
previous loop. If the players are struggling, Sarah 
and Nick are useful sources of information, as Sarah 
knows the building well and Nick has been able to 
see more of the Daleks’ initial deployment. 


This episode is a more confrontational storyline than 
most, as the Gamemaster needs to essentially play 
a strategy game against the characters, thinking 


about what the Daleks learn from each loop and 
what they might do in response. However, the goal 
should always be to make the story more challenging 
and interesting rather than to ‘win’. If the Daleks 
win, the Doctor and Fam die permanently! 


Visual aids are particularly useful to help players 
(and you) keep track of the moving parts of this 
episode. A sketch map of the building from the side, 
showing the different floors, is a useful aid, along 
with index cards or tokens that can be labelled with 
the different things they find, such as the fireworks, 
explosive materials, the phone to act as a detonator, 
and the use of the sonic to fake life signs for a very 
brief one-time misdirect. Since the Daleks learn 
with each loop, you could even give the characters 
the chance to ‘expend’ these advantages, and then 
refresh them with a Story Point or Skill check, as 
they lure the Daleks away from that part of the plan 
in a future loop. Perhaps the most important visual 
aid is some way of keeping track of the time. The 
ideal is an old clock you could wind on, but a piece 
of paper or whiteboard with a clock face drawn on it 
and a sticky note or pencil to show the current time 
can be just as effective! 


© Continuity 

The TARDIS is still affected by the remains of the 
damage caused by the Flux energy that swept 
through time itself in The Halloween Apocalypse. 
To fix it, the Doctor has to do a full reset of the 
TARDIS, which causes it to entirely disassemble its 
interior and close off its doors, with dramatic cracks 
across its casing. It also has the unfortunate side 
effect of sealing off the ELF Storage and causing a 
decaying time loop for everyone inside. In The Big 
Bang, when the TARDIS exploded through time and 
space, leaving cracks across reality, it locked River in 
a time loop in its console room to keep her safe. 


The Daleks are hunting the Doctor down as they 
blame her for unleashing the Flux on their fleet 
and destroying it in The Vanquishers. |In reality, 
the Sontarans, in league with the Grand Serpent 
from Division, lured the Dalek and Cyber fleets to 
the site of the final Flux event with a promise to 
protect them using the Lupari shield and always 
planned on removing the shield at the last moment 
so the Daleks and Cybermen would be destroyed. 
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The Doctor's part in it was to capture the Lupari 
shield and withdraw it from the Sontaran fleet. 
Nevertheless, the Daleks lay the blame on their 
ancient enemy, the Doctor. 


Thesonic previously shut down the Reconnaissance 
Scout Dalek’s weaponry in Resolution and 
the Doctor is surprised it doesn’t work on the 
Executioner Daleks, but the Reconnaissance 
Scout was still syncing up its weaponry and had 
built its casing from what it could find on Earth. 


Dan talks to Yaz about her feelings for the Doctor, 
which she has been denying even to herself. 
After travelling with her in Flux, he saw how she 
watched the Doctor's recording over and over 
again, and he urges her to tell the Doctor how 
she feels. He later tells the Doctor about Yaz’s 
feelings for her and they discuss it in Legend 
of the Sea Devils. He is clearly still upset about 
not being able to have a relationship with Diane 


after their experiences during the Flux, though, 
inspired by Yaz and the Doctor, he rings Diane in 
Legend of the Sea Devils. 


Yaz and Dan have forged a close friendship based on 
trust and mutual, affectionate insults after spending 
years travelling together during Flux. Dan volunteers 
to distract the Dalek so Yaz and the Doctor have time 
to come up with a plan, just as in Legend of the Sea 
Devils the Doctor entrusts Dan with leading the other 
humans in holding off the Sea Devils while she and 
Yaz use the Sea Devil ship controls. 


The Doctor says she'll take Dan and Yaz to find the 
lost treasure of the Flor de la Mar, which they locate 
(along with some trouble) in Legend of the Sea Devils. 


A familiar face shows up in Manchester, unobserved by 
the Doctor or Yaz: Karl Wright, who was hunted by the 
Stenza Tzim-Sha in The Woman Who Fell to Earth, 
is watching the fireworks display from across the river. 


SARAH 


CONCEPT: 
Frustrated Manager 


FOCUS: Escape 
STORY POINTS: 6 
Awareness 2, Coordination 3, 


Ingenuity 4, Presence 4, 
Resolve 3, Strength 2 


SKILLS: 
Athletics 4, Craft 2, 
Knowledge 2, Science 1, Technology 3 


TECH LEVEL: 5 


NICK 


CONCEPT: 
Awkward Patron 


FOCUS: 
Optimism 


STORY POINTS: 6 


Awareness 2, Coordination 3, 
Ingenuity 4, Presence 2, 
Resolve 4, Strength 3 


SKILLS: 
Athletics 2, Conflict 2, 
Convince 3, Intuition 3 


TECH LEVEL: 5 


© Further Adventures 

The Mighty Jeff: What of the mysterious Jeff? His 
supplies are a key part of helping the Doctor and 
Fam escape the time loop before the Daleks can 
exterminate them a final time, and he is living in the 
storage unit, but his origins and motivations are 
mysterious. It’s entirely possible that he is simply a 
legacy employee from Sarah's relative who owned 
the unit, an old friend who is using the business 


to store goods he’s selling on the black market 
or using for money-making schemes. It is also 
possible that Jeff is some long-lived time traveller 
or alien who is aware of what is about to happen. 
He went back in time to connect with Sarah's Great 
Uncle Barry, joining the business in order to make 
sure Sarah inherited it. He wasn’t sure which New 
Year's Eve it would be, so he reneged on his duties 
every New Year's Eve to ensure Sarah would be 
at ELF Storage, leaving her the supplies to solve 
the puzzle and trusting that she would be able to 
do so. Since Sarah and Nick are going to go off 
travelling the world, finally free of the business 
Sarah inherited and Nick's literal baggage from 
his ex-girlfriends, which he was storing in the unit, 
Jeff is waiting for the Doctor and Fam when they 
get back to the TARDIS. He admits that he had 
put this plan in place, as he could foresee certain 
things before they happened. He was only able to 
manage the trip back to first befriend Great Uncle 
Barry, but now that his task here is done, he has 
another plan to put in place — a more immediate 
plan to save the young heir of a planet who will 
play a huge role in intergalactic politics, leading to 
an eventual peace treaty with humanity when they 
reach out to other alien species. He just needs the 
Fam’s help to get there. 


Music and Memories: Unbeknownst to Nick, an 
item belonging to his exes survived. One of them 
had inherited an old music box that was stuck 
(or sealed) closed, which she left at his house 
when she moved out. The explosion knocked the 
lid clear and it lay in the rubble of ELF Storage, 
waiting for someone to hear the tinkly, eerie 
music of its mechanism. Sure enough, someone, 
perhaps even Karl, follows the music to find 
the box and retrieves it. The music is hypnotic, 
allowing a person to project their mind back in 
time or across space as a sort of astral projection, 
where they can influence people and events. Due 
to the circumstances of its release (the TARDIS’s 
reset), the person who picked up the box finds 
themself casting their consciousness into the 
Fam’s other adventures and even into the TARDIS 
itself — a ghost accompanied by tinkling music, 
with a consciousness unmoored in time and space, 
finding it increasingly difficult to close the box’s lid 
and return to their current timeline. 


© Legend of the Sea Devils 
‘We're just a crew, from a ship, looking for 
adventure. And often finding it.’ 


China, Earth, 1807 

As the storm raged over a small town on the coast 
of China, a swaggering pirate captain, Zheng Yi 
Sao, also known as Zheng Shih and Madam Ching, 
chipped a piece of stone away from the base of a 
statue depicting a fearsome demon. The defender 
of the statue squared off against the pirate as the 
statue shattered, and a Sea Devil emerged from 
it to cut the villagers down with a glowing sword, 
including the man who had tried to stop Madam 
Ching from breaking it. 


The TARDIS materialised on a beach nearby, having 
been pulled centuries off course by some kind of 
geomagnetic disturbance in the sea. Screams from 
the fishing town led the Fam to the aftermath of 
the Sea Devil attack, hexo-toxic poisoning from 
the sword leaving dark veins across the skin of the 
townsfolk. A floating ship hovered into view and the 
Sea Devil leapt aboard, ordering the release of a 


fearsome sea creature called the Hua-Shen. Madam 
Ching explained that she sought the lost treasure of 
the Flor de la Mar. A great captain called Sin Ji-Hun 
had recovered the treasure centuries ago, and his 
ship had gone down nearby. 


The Doctor and Yaz used the TARDIS to go back 
to Ji-Hun’s ship in 1533 before it sank, where they 
saw him force his crew to jump overboard and then 
kneel before a Sea Devil to negotiate. They headed 
back to the ocean floor in the same spot in 1807 to 
try and find the wreck, but the ocean floor dropped 
away and the Hua-Shen grabbed the TARDIS in its 
jaws, depositing it in a sealed environment beneath 
the sea bed filled with Sea Devil technology. The 
Sea Devils had refitted Ji-Hun’s ship with their own 
technology and kept Ji-Hun alive in a stasis field. 
He explained that part of the treasure of the Flor 
de la Mar was the keystone, a tiny orange gem that 
had the power to freeze life and time and transport 
matter, which the Doctor identified as ancient Sea 
Devil technology. Ji-Hun had given the keystone to 
his most trusted crew member, Lei Bao, and got him 
off the ship, then pretended to make a pact with 


ZEALOT SEA DEVIL 


CONCEPT: Arrogant Aquatic Leader 


FOCUS: Dominance 
STORY POINTS: 8 


Awareness 3, Coordination 
3(Land)/5(Water), Ingenuity 4, 
Presence 6, Resolve 4, Strength 4 


SKILLS: 
Athletics 2, Conflict 4, 
Convince 3, Science 2, Survival 4, 
Technology 2, Transport 2 


DISTINCTIONS: 

Sea Devil — Aquatic creature, 
uncoordinated on land. Armoured 
scales reduce any Damage by 5, and are 
susceptible to high frequency sound. 
Wields a Hexo-Toxin Cutlass dealing 
Strength +4 Damage 


TECH LEVEL: 6 


the Sea Devil to buy his crew time to get away. The 
Sea Devil had betrayed him, sneering that it would 
never honour an agreement with a ‘land crawler’. 


Back on dry land, Ying Ki, the son of the statue's 
defender, recruited Dan to sneak onto Madam 
Ching’s ship. They realised that Madam Ching was 
sailing her ship alone and then found themselves at 
the bold pirate’s mercy. She explained that her crew 
was being held hostage by Guo Podai, the captain of 
a fearsome pirate band called the Black Flag Fleet. 
She needed treasure to pay their ransom. As Madam 
Ching discovered her methods of navigation weren't 
working due to the geomagnetic disruption and 
even the stars moving, the Hua-Shen attacked their 
ship, sensing the keystone on board. 


The Doctor hijacked the Sea Devil ship and caused 
it to surface. The Doctor, Yaz, and Ji-Hun swung 
across to Madam Ching’s ship. Ji-Hun described the 
keystone: a small amber jewel. He had entrusted it 
to Lei Bao, who had used it to imprison the Sea Devil 
as a statue when he came looking for the stone. Ying 
Ki said that he was a descendent of Lei Bao, who 


had dedicated his entire family line to defending 
the keystone and keeping the Sea Devil imprisoned. 
The Sea Devil grabbed the keystone off Ki. The Doctor 
realised that the keystone was a powerful plutonic 
crystal and that the Sea Devil's plan was to use it to flip 
the poles of the Earth, flooding the surface. The strange 
gravity in the area, magnetic compasses becoming 
confused, and the stars whirling above them were all 
part of the keystone’s power to reshape the world. 


After a thrilling fight on Madam Ching’s ship, the 
Doctor and Yaz stopped the Sea Devil ship from 
spiralling downwards with the plutonic crystal. Ji-Hun 
insisted on being the one to stay behind to ensure 
the Doctor's plan worked, after gifting his treasure to 
Madam Ching. 


© Running the Adventure 

A swashbuckling adventure on the high seas, Legend 
of the Sea Devils has an ancient jewel from a sunken 
treasure hoard, two bold pirate captains, a flying ship, 
and a huge sea monster! The characters enter the 
scene right in the middle of events as the Sea Devil 
takes his vengeance on the town where he has been 
imprisoned. Ki tries to stand up to the pirate that 
inadvertently caused his father’s death and Madam 
Ching looks in horror at the demon her treasure 
hunting has released. 


This adventure is driven by the personal conflicts 
of the characters as much as by the adventurous 
narrative: Ki is trying to find his way in the world after 
his fathers death, Madam Ching will do whatever 
she has to if it means she can save her crew (and her 
sons), and the Sea Devil zealot is filled with rage at 
the ‘land-crawlers’, even willing to betray any deal 
he makes with Ji-Hun to achieve his aims. As befits a 
swashbuckling story, the action moves quickly in this 
episode, but there are still quiet moments, as when 
the characters are looking out from the TARDIS into 
the ocean depths or sitting on the beach together. 
You might find that the player characters want to 
take more time to understand the legend of Lei 
Bao and the duty his descendents took on, or how 
Madam Ching’s crew were taken by the Black Flag 
Fleet. They could track down the geomagnetic 
disruptions and realise the meaning of the stars 
shifting by investigating for themselves and talking to 
the townsfolk about the keystone’s supposed powers. 


| OHM X01004 


— 
a 
m 
70 
O 
= 
m 
U 
E 
> 
=$ 
Zz 
O 
Q 
> 
< 
m 


They could even engage in some piratical 
navigation, helping Madam Ching find the spot 
where Ji-Hun’s ship went down or figure out how to 
tame the Hua-Shen. 


You might also want to add more action by 
introducing a rival band of pirates who are menacing 
the coast. Normally Madam Ching’s ship would 
be more than a match for them, but without her 
crew, she has to rely on her considerable reputation 
and skill to outwit them. The player characters 
could play on seafaring superstitions by disguising 
Madam Ching’s ship as a ghost vessel, lure them 
into boarding and surprise them, or use the rival 
pirates to distract the Hua-Shen long enough to 
stop the Sea Devils. 


This is an episode with quiet moments after a wild 
set of events. Dan has been thrown into the Doctor's 
world through the events of the Flux and his whole 
life has been disrupted. Now, he and Diane finally 
get a chance to reconnect after she asked for 
space following the Flux. Yaz and the Doctor have 
been through many adventures together, but the 
revelations of the Timeless Child and the events of 
the Flux have left the Doctor even more stranded 
than she has been before. Yaz is also slowly coming 
to terms with her love for the Doctor and the fact 
that, even with the Doctor returning her feelings, 
they both have to acknowledge that their time 
together will always be too short. For such a high 
action episode, the moments of calm are a time 
for reflection on what the characters value most: 
during Flux they were often separated or frantically 
surviving, and in Eve of the Daleks, time was 
slipping away. If characters have had plot threads 
that they have not resolved, choices they have 
avoided making, or people they want to connect 
with, you could find a way to work them into this 
episode, the calm before the storm of The Power 
of the Doctor. 


By the end of the episode, they are a crew fighting 
back to back against the Sea Devils together: time- 
displaced pirate Ji-Hun, bold captain Madam Ching, 
defender of the keystone Ki — and Dan and Yaz 
don’t make bad pirates either! Give the players a bit 
of space to try things out, have some swashbuckling 
fun, and learn about the fascinating history of the 


pirates of the South China Sea. Perhaps they could 
go and rescue Madam Ching’s crew from Guo 
Podai and the Black Flag Fleet, tangle with pirates 
who have heard she is at a disadvantage, or even 
get involved with the alliance of the seven pirate 
captains, of which Guo Podai was a part! 


© Continuity 

After the stressful New Year's Eve time loop of 
Eve of the Daleks, as promised the Doctor takes 
Yaz and Dan on a treasure hunt for the lost treasure 
of the Flor de la Mar, a ship that went down off the 
coast of Sumatra in the early 16th century. 


Like the Silurians, who are distant cousins, the 
Sea Devils have been on Earth longer than 
humans and consider it their planet. The Doctor 
has crossed paths with them when they attacked a 
naval research station in The Sea Devils and when 
they teamed up with the Silurians to try and take 
over Earth in Warriors of the Deep. The Doctor 
notes that this Sea Devil is more of a zealot than 
the others she’s encountered, perhaps suggesting 
that even with the Sea Devils’ antipathy towards 
humans, they might become less united and 
fanatical in the future. 


When the Doctor asks Yaz if she’s impressed, Yaz 
tells her that she’s like a kid sometimes, echoing 
her comment in Revolution of the Daleks that 
Jack Harkness needs a lot of praise. Whereas Jack 
was taken aback and a little offended, the Doctor 
questions whether there are any times when she 
isn’t like a kid. 


Yaz quotes her Nani, saying ‘Courage is knowing 
something will hurt and doing it anyway.’ As we 
saw in Demons of the Punjab, Yaz's grandmother 
Umbreen knows about that kind of courage 
firsthand, as she married and then lost the love of 
her life, Prem, while fleeing violence in Pakistan. 


Dan calls Diane as she was about to call him, 
finding their way back to one another after the Flux 
left them apart for a while. In The Power of the 
Doctor, Dan leaves the TARDIS to return to his life 
in Liverpool with Diane. His travels with the Doctor 
and Yaz leave him feeling that he can attack his life 
now with renewed vigour. 


The Doctor jokes that she isn’t a bad date during a 
quiet moment with Yaz, and also briefly references 
her wife, River. She says she was a different man 
when she was with River. In fact, she was several 
— the Doctor first met River as the Tenth Doctor 
(Silence in the Library), married her as the Eleventh 
Doctor, and then said goodbye to her for the last 
time as the Twelfth Doctor (The Husbands of River 
Song). The Doctor talks about how she would like 
to have a relationship with Yaz (after Dan persuades 
them to talk about it in Eve of the Daleks), but 
if she ever fixes herself to someone, she knows it 
will eventually hurt. In Revolution of the Daleks, 
Jack Harkness told Yaz that she wouldn't have any 
control over when things with the Doctor ended. By 
the end of the episode, the Doctor and Yaz agree 
to enjoy the moment they have together, but the 
Doctor also wishes that this moment would last 
forever. In The Power of the Doctor, Yaz has to 
let her Doctor go when she regenerates, and even 
though they have a shorter time together than they 
would want, Yaz gets to choose how they part: 
never saying goodbye. 


© Further Adventures 

Somewhere, Beyond the Sea: Ji-Hun bravely 
volunteered to stay behind as the Sea Devil base 
collapsed in on itself, but what if some part of 
the treasure he retrieved from the Flor de la Mar 
was an immortality device? A modern day marine 
archaeologist determined to find the wreck of his 
ship discovers the undersea cavern with modern 
technological equipment, drilling down into an 
impossibly dense area of rock. Within, they find 
the legendary pirate captain Ji-Hun entombed, 
but still alive. He speaks of the Doctor and her 
companions, a crew that travelled in a blue box, 
and the archaeologist recognises the description 
from her friend who is obsessed with stories 
of the Doctor. They manage to contact the 
Doctor and Fam, who are concerned about the 
technology keeping him alive. With the help of the 
archaeologists, they travel to Malaysia to discover 
an ancient fortress of Sea Devil technology more 
advanced than anything they have seen before. A 
human salvaging company, led by an unscrupulous 
CEO who sells archaeological artefacts on the 
black market, is in the process of trying to break 
their way into the fortress. Not only do the player 


characters need to find the truth about Ji-Hun’s 
immortality, but they realise they can’t let this 
greedy company get their hands on the Sea Devil 
tech within. 


Rising Tide: The Sea Devils off the coast of China 
were entrenched for hundreds of years beneath the 
sea bed, and may well have had contact with other 
groups of Sea Devils, all led by similarly zealous 
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chiefs. When the Sea Devil enclave beneath the 
South China Sea goes quiet, the Sea Devils decide 
to take their revenge on the Land Crawlers and rise 
up beneath the east coast of Britain, invading from 
the sea. They plan to reclaim East Anglia for the sea, 
as it was once marshy land; the seas wash across 
the reclaimed land, bringing with them constant 
rolling mists and the Sea Devils. The Doctor and 
Fam have to help hold off an invasion of the sea 
itself in a quiet, eerie coastal town. Slowly, they 
realise that for generations, the Sea Devils have 
been infiltrating the town wearing perception filters 
so that when the sea rises up, they can throw off 


their disguises and take the town for themselves. 


! gilts. 
AW V7, 
$ 4S 
n 4] 

am: 
(d 


ZHENG YI SAO 
MADAM CHIN 


CONCEPT: Bold Pirate Captain 
FOCUS: Her Crew 
STORY POINTS: 6 

Awareness 3, Coordination 4, 

Ingenuity 2, Presence 4, 
Resolve 2, Strength 3 
SKILLS: 
Athletics (Dodge) 4, Conflict (Swords) 4, 
Convince 2, Survival 4, Transport 4 


DISTINCTIONS: None 


WEAPONS: 
Cutlass (Strength +2) 


TECH LEVEL: 3 
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© The Power of the Doctor 
‘Nobody else got to be us. Nobody else got to live 
our days. Nobody.’ 


Space, Unknown Date 

An interplanetary space train from the Toraji 
Transport Network sent out a distress call as a 
squadron of Cybermen under the command of the 
CyberMasters attacked the train, regenerating when 
they were shot down. The Doctor answered the call 
for help, but the Cybermen had put a blocking field 
in place to stop the TARDIS materialising inside the 
train. Dan, Yaz, and the Doctor had to climb down 
a ladder from the TARDIS and make a perilous 
journey along the train's roof using electromagnetic 
boots. As the Cybermen attacked across the train 
roof, Dan almost flew off into space, his helmet 
leaking oxygen, but they got safely inside. 


Dan used the Doctor's sonic to take control of the 
train, while Yaz and the Doctor tracked down the 
cargo. The Doctor reached it too late to stop the 
Cybermen from cracking it open and dematerialising 
along with a child. 


Afterwards, Dan asked to be dropped off back in 
Liverpool so he could return to his life. As Yaz said 
goodbye to him, a Dalek contacted the Doctor 


offering to help the Doctor destroy all Daleks 
during their imminent invasion of Earth. It said it 
didn’t believe in the Dalek mission, as the Kaled 
identity was eroded a long time ago, and so now 
the Daleks only existed to propagate the Dalek 
race, not preserve the Kaleds. It believed that the 
Daleks had lost the right to survive. The TARDIS 
alerted the Doctor and Yaz that the child taken from 
the train was on an extra moon that had appeared 
beside Earth in 1916. 


London and Romania, 2022 

Ace and Tegan were working together for UNIT, 
investigating the disappearances of fifteen of the 
world’s most well-known paintings and a dozen 
seismologists. Tegan received a Russian doll box 
with Ashad’s miniaturised form inside and a note 
claiming to be from the Doctor. 


Russia and the CyberMoon, 1916 

The Master, in the guise of Father Grigori 
Rasputin, had become the tsarina of Russia's most 
trusted advisor. The Doctor and Yaz investigated 
the CyberMoon that had appeared in 1916 and 
found that it was a metal planet with the Master's 
TARDIS directly plugged into the centre of the 
planet's structure, looking like a parody of the 
Doctor’s TARDIS. 
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They found the child chained on the CyberMoon and 
the Doctor revealed its true form: an energy being 
called a Qurunx, hiding behind a consciousness 
and visual shield to appear in a form they would be 
most likely to protect. A CyberMaster tried to take 
the Doctor captive and as the Doctor and Yaz got 
back inside the TARDIS, Kate Stewart contacted the 
Doctor to ask for her help. 


As they left, Vinder's ship exited a wormhole on 
the trail of the stolen Qurunx and crash-landed on 
the CyberMoon, where he spotted the Master's 
TARDIS. He used the phone the Doctor had given 
him earlier to make contact with the TARDIS. 


London and Naples, 2022 

In the new UNIT building, Kate told the Doctor that 
she was starting to build up a new intelligence network 
and was recruiting people who were experienced at 
dealing with alien incursions, including Ace and Tegan. 
After a slightly awkward reunion between Ace, Tegan, 
and the Doctor, Kate showed them the works of art 
that had been defaced (or refaced?) by inserting the 
face of Rasputin, the Master, into them. The Master 
interrupted the presentation with a video at the 
International Seismology Memorial Conference near 
Mount Vesuvius and sent them the location. The Master 
was giving a lecture to a theatre of seismologists he 
had miniaturised with tissue compression. The Master 
gave the Doctor a choice: leave Earth or this would be 
the day she was erased from existence. Of course, as 
he told Yaz, he knew that she would never choose to 
leave. UNIT arrived under the Doctors command, and 
the Master was captured. He was taken in the TARDIS, 
with Yaz holding him at gunpoint, back to UNIT HO, 
where he was kept under armed guard. 


Bolivia, 2022 

The Doctor went to meet the traitor Dalek in a volcano 
in Bolivia, only to discover that the Dalek was true to 
its word and gave the Doctor the data from its casing, 
but the other Daleks had intercepted its messages 
and ambushed them. Meanwhile, Yaz found out their 
plan: a huge drill designed to interfere with the Earth's 
tectonic plates. The Daleks cracked open the traitor's 
casing, exterminated the Dalek inside and forced the 
Doctor into the empty casing as their prisoner. The 
Doctor told Yaz to run, and she got inside the TARDIS, 
piloting it alone for the first time. 


London, 2022 

The Master crowed as his plan came into action: 
he reversed the tissue compression process so the 
tiny Cyberman Tegan thought she had received 
from the Doctor could return to full size inside 
UNIT and release many other Cybermen, including 
Ashad, the Lone Cyberman. The Cybermen had 
developed a resistance to gold and took over 
UNIT, releasing the Master. 


St Petersburg, 1916 

The Master, the Daleks, and the Cybermen held 
the Doctor hostage, having formed an alliance 
based on their hatred of the Doctor. The Master 
used the CyberMoon to power the Doctor's forced 
regeneration into him, broadcasting it to the 
TARDIS so Yaz had to watch it happen. Yaz and 
the TARDIS arrived and Yaz demanded to see her 
Doctor, but the Master-Doctor said the Doctor was 
gone and forced Yaz to go with him. He explained 
that his volcano plan was going to make Earth into 
a foundry for Daleks and Cybermen while he was 
going to do terrible things as the Doctor so her 
name became a byword for fear. 

The Master-Doctor watched the destruction and 
gave a report to a news drone that the Doctor had 
caused this. Yaz, furious, pushed the Master-Doctor 
out of the TARDIS and dematerialised, so the 
Doctor sat on the planet and played the recorder, 
knowing she would be back. 


London, 2022 

Tegan and Ace prepared to parachute off the UNIT 
building’s roof while Kate defended the building, 
but Tegan, consumed with guilt about falling for the 
Master's trick, knew she had to go and help Kate 
rather than escaping. Ace jumped off the building 
and parachuted down, while Kate distracted the 
Cybermen and Tegan climbed down inside the 
walls of the building. Ace’s parachute was shot 
down by Cybermen. 


The Edge of Existence 

The Thirteenth Doctor found herself in the place 
the Doctors passed through during the process 
of regeneration, where she encountered her First, 
Fifth, Sixth, Seventh, and Eighth regenerations. 
They helped her work out a plan to fight back 
against the Master. 


Meanwhile, in the TARDIS, the Doctor's responsive 
hologram appeared to Yaz, built from data of the 
Doctor's behaviour over thousands of years. The 
Doctor implanted a sensor under Yaz, Tegan, and 
Ace's skin under the guise of the static shocks the 
Doctor had given them. Yaz picked Vinder up from 
the CyberMoon and broke the news to the Doctor's 
hologram about her forced regeneration, then 
caught Ace as she plummeted towards the ground. 
The Doctor came up with a plan: Yaz played along 
with the Master-Doctor to lure him into the TARDIS, 
where Vinder was hiding. 


The Master-Doctor told the Daleks to unleash 
the volcanoes, but Yaz used the hologram of 
the Fugitive Doctor to distract him and cause 
the CyberMasters to shoot one another. Vinder 
threatened the Master-Doctor with his blaster and 
Yaz told the Master-Doctor angrily that he was not 
her Doctor. Her Doctor had spent her life gathering 
friends and taught them never to give up. Under 


the Fugitive Doctor’s guidance, they harnessed the 
energy of the CyberMasters regenerating to reverse 
the forced regeneration into a forced degeneration. 


At UNIT HQ, Kate played for time, offering herself 
up to Ashad for conversion to give Tegan the chance 
to destroy the building. Aided by the Doctor's 
hologram, which was briefly her own Fifth Doctor, 
Tegan successfully electrocuted the Cybermen and 
set off the explosives in the building with enough 
time for her and Kate to get out. Ace, guided by her 
own Seventh Doctor's hologram, ran into Graham 
and they bashed their way through the Daleks to 
blow up the drill under the volcano. The Master, 
back in his old body, stumbled out of the machine. 
The Doctor set up the two TARDI|Ses in sync, with 
Yaz, Graham, Vinder, Kate, Ace, and Tegan all 
standing by to activate the controls together. 


The Doctor fixed Vinder's ship so he could go back 
through the wormhole, and froze the erupting 
volcanoes into metal using the CyberMoon’s 
conversion capabilities. The Doctor told the Qurunx 
to destroy the planet and free itself, but the Master 
emerged from his TARDIS at the last moment and 
directed the Qurunx’s energy towards the Doctor, 
who collapsed. The Ourunx flew away as Yaz carried 
the Doctor back into the TARDIS across a crumbling 
planet and took the extended Fam back to Earth. 
At first, the Doctor was just delighted to learn that 
Yaz could pilot the TARDIS, but the Cloister Bell 
rang and the Doctor's regeneration started. They 
both knew their time had run out. The Doctor took 
Yaz for one last trip, sitting atop the TARDIS eating 
Yaz's choice of ice cream, looking out at Earth. Yaz 
asked that they not say goodbye, as she knew the 
Doctor didn't like goodbyes. The Doctor dropped 
Yaz off in a park, where Graham and Dan recruited 
Yaz into a support group for those who travelled 
in the TARDIS, along with Kate, Ace, Tegan, lan 
Chesterton, Jo Jones, and Melanie Bush. 


The Thirteenth Doctor told the TARDIS to look after 
the next one, and then took in one last sunrise with 
the words, ‘Oh, the blossomiest blossom. That’s 
the only sad thing. | want to know what happens 
next. Right, then. Doctor Whoever-|’m-about-to- 
be: tag. You're it.’ She then regenerated — clothes 
and all — into the Fourteenth Doctor. 
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© Running the Adventure 

The Power of the Doctor is an appropriately epic 
send-off to the Thirteenth Doctor's era: the era of 
the Timeless Child, the Flux, the CyberMasters, and 
a Doctor who laughed hard, ran fast, and tried her 
best to be kind. Fitting everything from The Power 
of the Doctor into one episode might be a bit of 
a challenge, and it has several distinct elements 
that could be handled as their own storylines for an 
exciting and poignant multi-part finale. 


Foiling the train heist is a great example of a self- 
contained part of this episode that could make a 
whole episode in itself. It has a range of challenges: 
the physical challenge of moving across the train 
roof and facing the Cybermen atop it, the technical 
challenge of taking control of the train, the social 
challenge of calming the passengers and crew, and 
the investigative challenge of tracking down the 
Cybermen and the cargo. 


In the context of the episode, the Doctor and her 
companions have to fail to stop the heist so the 
Master has access to the energy creature, which 
could make players feel deprived of agency. Maybe 
the Master could deliberately misdirect the Doctor 
and crew so they don't realise what the Cybermen 
are after: they have long-haul passengers currently 
dormant who need to be woken up manually, so 
perhaps they could look like they're trying for an 
important passenger. Only high-ranking crew 
members know about the secret cargo, and could 
be taken prisoner by the CyberMasters to learn 
its location. Alternatively, the Doctor and her 
companions foil the Cybermen and save the train, 
only for the Master to sneak into the emergency 
rescue team to steal the Qurunx while the Doctor is 
distracted by sorting things out. 


Tracking the Qurunx to the CyberMoon in 1916 
could lead to a greater exploration of this new 
fascinating Cybermen structure. The Cybermen 
and CyberMasters (and potentially other Cyber 
threats like Cybermats and Cybershades) provide 
dangers to avoid on the moon's eerie surface. 
Perhaps the characters could spend more time 
tracking down the Qurunx and they could all 
see it as something different, giving clues to 
its shielding techniques. The tsarina mentions 
to Rasputin that she fears her son’s illness has 
deteriorated since the second moon appeared 
in the sky. Rasputin wormed his way into the 
tsar's sphere of influence by offering a cure for 
the young prince’s haemophilia and the Master 
implies in the episode that he has taken steps to 
cure Alexei. Could he have been experimenting 
with introducing the regeneration genes into Alexei, 
to make the Doctor's ultimate weakness: a young 
human imbued with the power of regeneration 
that he can mentor and turn to his own ends? An 
adventure set in the last years of Nicholas Il’s court 
where the Master wields unchecked power over the 
tsar and his family could be an intriguing prospect. 


The crux of this episode is that the companions of 
the past and present need to use their initiative 
and resilience to save the Doctor and the Earth: 
Dan leaves early in the episode to return to his 
life in Liverpool, Ace and Tegan are separated 
as they tackle different elements of the threat 
(the Daleks in the volcano and the Cybermen at 
UNIT), and Yaz has to take a lot of the burden 
of the Doctor's rescue on herself, while Vinder 
largely supports her plan. At the same time, 
there are three main storylines to keep track of: 
the Cybermen attack on UNIT, the Dalek volcano 
project, and restoring the Doctor. You could split 
the party across these three storylines, meaning 
they have the chance to team up with Ace, 
Tegan, and Kate, or you could run them one 
after the other. 


Stopping the Lone Cyberman and his army is 
a thrilling challenge all in itself, as Ashad is a 
recurring villain whose fanatical belief in the 
Cybermen is deeply unnerving. The UNIT building 
is likely to have all kinds of interesting measures 
that can't be taken over by the Cybermen, 


since Kate is prepared for anything. The first 
overwhelming attack means the characters have to 
find somewhere to hide, perhaps split across the 
building, and then distract the Cybermen while 
someone makes it to the basement to blow up the 
building. Think about what Kate might have put in 
place: weird alien tech, backup security systems 
off the main circuits to turn against the Cybermen, 
and secret passages to move around stealthily. 
You might find it helpful to map out the building's 
floors loosely so you know which floor they need 
to reach to find the backup security hub or the new 
Black Archive. 


Foiling the Dalek volcano plan is exceptionally 
dangerous because the environment itself is 
hostile. The characters need to infiltrate an active 
volcano and go up against the Daleks. On top 
of that, its a race against time to stop the drill 
before it disrupts the Earth’s tectonic plates and 
then escape before the volcano erupts. High 
action, high explosives, and Daleks. What could 
go wrong? 


Of course, the Doctor is also replaced halfway 
through. If you have the Doctor as a player 
character in your campaign, they might be happy 
to play the Doctor's responsive hologram, which 
could appear earlier, or they could play one of the 
other characters like Tegan or Ace temporarily. 
Another potentially extremely fun option is to 
give the Doctor's player the opportunity to play 
the Master-Doctor and be the villain for a bit. 
Since the Master's plans are already in place, the 
Master-Doctor’s player could enjoy playing up 
the dark mirror of the Doctor. All the companions 
potentially have a lot to do, and it would be 
very easy to include Ryan, Bel, or Karvanista as 
player characters in this episode to see their 
different approaches. 


After the intriguing concepts set up in Flux, your 
players might be hungry for more information 
about Division, the Fugitive Doctor, and the 
Doctor's origins. While The Power of the Doctor 
does not tie up all the loose ends of the Thirteenth 
Doctor's era, it gives lots of opportunities to 
introduce and develop more of these ideas. Here 
are just a few ways you could do that: 
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Perhaps Bel and Vinder are working together across 
the Universe to try and trace what the Master is 
doing with the Qurunx and we learn more about 
their adventures since the Flux. 


When Dan goes back to Liverpool, maybe Karvanista 
returns to get him back in the fight, or recruit him for 
a new one, promising to bring him home safely, and 
Diane is all for saving the world together one last 
time before they enjoy their mundane lives together. 


Division is gone, but its agents might not be, and 
could have been transporting the Qurunx for their 
own building project, which is how the Master 
discovered where the Qurunx was. 


The Doctor could have to work with her past 
selves to find a way out of the Master's plan, and 
perhaps the End of Existence actually still contains 
the memories that were stolen from her, or the 
TARDIS gives the companions the fob watch from 


deep in its systems to bring the Doctor back to 
herself. What if she finally encountered her other 
selves in that place as wild, unanchored agents 
who saw all their other selves as the enemy? Is the 
chained house the Doctor saw with her memories 
somewhere in that place? 


The Doctor comes back as a result of the forced 
regeneration, but if the companions had to travel 
into the End of Existence to retrieve the Doctor 


and remind her of who she is in the face of her 
many fractured selves, it would be a great storyline 
for the whole group to explore. 


The characters decide to recruit the Fugitive 
Doctor to help but the TARDIS locks onto the last 
memory of her contained in the fob watch, right 
before she went rogue, and they end up helping 
her set up her life as Ruth, learning more about her 
in the process. 


© Continuity 

Dan is absent for most of this episode after 
taking part in the train rescue, but after he almost 
doesn’t make it back, he decides that the date he 
has with Diane (set up at the end of Legend of 
the Sea Devils) and his ordinary life take priority 
over further adventures with the Doctor and Yaz. 
He says that his life might not have been great 
before, but he feels he can attack it now that he 
has travelled with them. 


The Doctor said the Dalek’s creator would be both 
impressed and horrified by its logic — she would 
know after so many encounters with Davros, even 
though the Doctor hasn't encountered Davros since 
The Witch's Familiar. 


The Master resurrects one of his classic tricks when 
he hypnotises the tsar and tsarina (as seen in Terror 
of the Autons and The Time Monster). The tsar 
even repeats the Master's old hypnosis phrase: ‘You 
are the Master and | will obey you.’ 


The Master likes to take on different identities: he killed 
the real O and replaced him as the Doctor's contact 
at MI6, and became a commandant in the Nazi party 
during the occupation of France (Spyfall). This fits 
with his regeneration into the Doctor, where he not 
only becomes the Thirteenth Doctor but introduces 
elements of previous Doctors into his appearance like 
a twisted parody of everything the Doctor has been. 


The timeline has reasserted itself since the chaos 
caused by the Flux allowed the Sontarans to send 
their time ships back to create their own empire 
(War of the Sontarans), as Russia is back to its 
usual place by the time the Master casts himself in 
the role of Rasputin. 


Yaz asks if the TARDIS on the CyberMoon is the 
Doctor's from the future, which makes sense given 
the Doctor encountered the Fugitive Doctor's 
TARDIS in Fugitive of the Judoon. 


Yaz has had a tough education in the difficulty of 
being attached to the Doctor over the years: first 
Jack Harkness told her that she wouldn't be able 
to choose when it ended, and it would hurt, in 
Revolution of the Daleks, and now she meets 
Tegan and Ace, who Tegan says ‘used to be you’. 


The Master never reveals how he escaped Gallifrey 
when Ko Sharmus set off the Death Particle in 
The Timeless Children. He cloned Ashad after he 
killed him in The Timeless Children, but, cruel as 
ever, he still left Ashad half-converted, which was 
the most traumatic element of Ashad's existence, 
as he made clear in The Haunting of Villa Diodati. 
Ashad has a fanatical attitude to conversion, 
calling it ‘the greatest of gifts’. 


The Doctor tells Yaz to cover the Master with a 
gun, and we know how serious it is as, starting with 
The Ghost Monument, the Thirteenth Doctor has 
rejected guns throughout. The Master believes it is 
a bluff based on the time the Tenth Doctor claimed 
to have given Martha a gun that could kill a Time 
Lord (Last of the Time Lords), but this is no bluff. 


The Master taunted Tegan by mentioning her aunt. 
During Tegan’s first adventure with the Fourth 
Doctor in Logopolis, the Master miniaturised 
her Aunt Vanessa. This makes it particularly cruel 
that the Master used his tissue compression and 
Tegan’s pain at feeling abandoned by the Doctor to 
undermine UNIT, and that he is only just revealing 
that tissue compression can possibly be reversed. 


The Master uses Ace's real name, Dorothy, and 
she says that last time she saw him he was half cat, 
referring to Survival, Ace's last appearance. 


Yaz confronts the Doctor, saying she can’t keep 
following the Doctor from place to place with no 
explanation. The Doctor tries to tell her there's 
no time, but she says ‘make time’. Yaz and the 
Doctor feel much more like equals near the 
end of the Thirteenth Doctor's era, co-piloting 
the TARDIS, looking after one another, and 
the Doctor responding when Yaz demands an 
explanation. In the Doctor's absence, Yaz takes 
on the role of recruiter and organiser for the 
team to save the world. 


The Cybermen had developed a resistance to 
gold by this point. These are Cybermen from the 
very end of the Cyberwar, so it makes sense that 
they had got around some of their weaknesses. 
During the defence of the human settlement in 
Ascension of the Cybermen, the Doctor brought 
along a device that used gold dust but didn’t get 
a chance to test it. 


The Master mentions that he absorbed the 
Cyberium, the battle Al of the Cybermen, and it 
means he is playing a much longer game than he 
could before. After Ashad retrieved the Cyberium 
from Percy Shelley during The Haunting of Villa 
Diodati, the Master miniaturised Ashad to take 
the Cyberium from him in The Timeless Children. 


This is far from the first time the Doctor has 
been imprisoned in the form of an enemy. She was 
previously made into a Weeping Angel in Village 
of the Angels so she could be transported to 
the Division Station, and because she feared 
the Angels. Yaz and the other human survivors 
used hollowed-out CyberArmour to infiltrate the 
Cybermen attacking the human defences at the 
Boundary in The Timeless Children, and the 
Twelfth Doctor used the forcefield of Davros’s chair 
to protect him from the Daleks’ weaponry in The 
Witch's Familiar. 


Vinder uses the old modified phone the Doctor 
gave him in Once, Upon Time to contact Yaz. 


Ace has her stuff stashed in a space under a floor 
panel at UNIT, including her old jacket, backpack, 
her bat, and some parachutes. She still calls the 
Doctor ‘Professor’ and when Yaz asks if she’s up 
for stopping the Daleks, she uses her old catch 
phrase: ‘Wicked!’ 


The Doctor drew on her past lives to increase her 
ability to solve a problem before: in The Day of 
the Doctor, the Tenth, Eleventh, and War Doctors 
summoned all the Doctor's past and future selves 
in their TARDISes to transport Gallifrey out of the 
Universe; in The Timeless Children, the Thirteenth 
Doctor channelled her past memories, including 
the Fugitive Doctor, to escape the Matrix; and in 
The Vanquishers, the Thirteenth Doctor was split 
into three, who worked together to solve problems. 
Her holograms guide her companions in a similar 
way. The Fugitive Doctor once asked the Thirteenth 
Doctor when she had ever been limited by who she 
was before, and the Thirteenth Doctor has proven 
time and time again that her past selves are a 
strength, not a weakness. 


The Master-Doctor takes elements from the 
Doctor's past regenerations as part of his outfit: the 
Second Doctor's recorder, the Fourth Doctor's scarf, 
the Fifth Doctor's pinned celery, and the Seventh 
Doctor's jumper. 


The Doctor slipped an early model of her responsive 
hologram program into Yaz's pocket so she could 
advise Yaz during Survivors of the Flux. 
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The Thirteenth Doctor isn't always the best at 
remembering when she needs to set up the future 
last minute tricks she has planned: in Spyfall, she 
dragged Ada Lovelace and Noor Inayat Khan 
across time to help her set up the plane rescue of 
her companions. 


The TARDIS appeared below Ace to save her in 
the same way that it appeared under Yaz and the 
Doctor in The Halloween Apocalypse. 


Tegan sees the Doctor's hologram as the Fifth 
Doctor. While she first met the Doctor in his 
Fourth Regeneration (Logopolis), she travelled 
for most of her time in the TARDIS with the Fifth 
Doctor. It gives her a chance for the Fifth Doctor 
to tell her that he remembered everything, all of 
them, even though their parting was painful for 
both of them (Resurrection of the Daleks). She 
asked what she was thinking of when seeing all 
the Cybermen, and he correctly identified that it 
was Adric, another former companion who died 
stopping the Cybermen from crashing into Earth 
(Earthshock). He tells her what she has to do with 
the same words he always used to help her find 
her courage: ‘Brave heart’. 


Ace and the Seventh Doctor have a chance to 
reconcile through the hologram, now that she 
acknowledges she didn’t really understand the 
responsibilities he carried. She has souped up 
her signature explosive, Nitro 9, to become Nitro 
999. The Thirteenth Doctor used Nitro 9 during 
her and Yaz’s attempt to infiltrate Karvanista’s 
base in The Halloween Apocalypse, but it 
proved a little unpredictable and landed them 
in hot water. 


Graham uses the psychic paper the Doctor 
gave him and Ryan when they left the TARDIS 
in Revolution of the Daleks, but he can’t get 
the hang of it. He’s just too honest to pretend 
to be anything other than a friend of the Doctor 
who's worried about how many Daleks there are 
around him! 


Ace offers to show Graham how she dealt with 
the Daleks in 1963 and uses her bat to smash 
the Dalek’s eyestalk, perhaps suggesting it is still 


charged up with the power to damage Daleks after 
the Seventh Doctor imbued it with the Hand of 
Omega in Resurrection of the Daleks. 


Despite her fear of being converted, possibly due to 
her father, Alastair Lethbridge-Stewart's conversion 
into a Cyberman in Death in Heaven, Kate still 
offers herself up for conversion to buy Tegan time. 


Just as the Daleks and Cybermen team up with the 
Master here, they previously accepted the offer of 
an alliance with the Sontarans to protect them from 
the Flux, only to be betrayed (The Vanquishers). 


The Fugitive Doctor tells the Master that he 
committed a schoolboy error by not checking for a 
hologram, but then he was a rubbish schoolboy too. 
The Doctor and the Master's time at the academy 
together has been a core part of their relationship 
and the Master talked about it in The Timeless 
Children. The Doctor recalls regretfully that she 
and the Master used to be friends, and the Tenth 
Doctor had a lot of difficult feelings around his and 
the Master's childhood friendship in The Sound of 
Drums and Last of the Time Lords. 


Last time Yaz saw the Fugitive Doctor, she was a 
tour guide in Gloucester (Fugitive of the Judoon). 


The Doctor asks Graham where Ryan is and he 
says ‘Patagonia’. At the end of Revolution of 
the Daleks, the two of them left the TARDIS but 
found themselves unable to stay out of the alien 
investigation business. 


‘Never happier than when l'm fixing things’, she 
says as she fixes up Vinder's ship so he can return 
through the wormhole. In The Woman Who Fell 
to Earth, she made her own sonic out of spare 
parts and in Spyfall, during a period of quiet, 
she was doing work on the TARDIS in a workshop 
in Sheffield. 


The Master's TARDIS is a Type 75, bit flashy for the 
Doctor's tastes but way more powerful than her 
Type 40, so an excellent candidate to work with 
her own TARDIS. Previously the Doctor used all the 
TARDISes from their regenerations to put Gallifrey 
into a pocket universe (The Day of the Doctor). 


At the end, Yaz says she doesn’t want them to 
say goodbye. As Yaz explained to Dan when the 
Doctor brushed him off a little coldly when he left 
the TARDIS, the Doctor doesn’t like goodbyes. 


lan Chesterton is particularly surprised that the 
Doctor is a her — after all, not only was his Doctor 
male, but he never knew about regeneration! 


The Thirteenth Doctor regenerated into the familiar 
face of the Tenth Doctor, remarking that they ‘know 
these teeth’, which was a physical trait that the 
Tenth Doctor first commented on in The Parting 
of the Ways. Unusually, the Fourteenth Doctor also 
regenerated his clothes, where typically Time Lords 
only regenerate their bodies, still wearing their 
predecessor's clothes. 


© Further Adventures 

Companionship: Graham has brought together 
the ex-companions and those whose lives have 
been changed by adventuring with the Doctor as 
a mutual support group. Over time, more people 
join and soon, people from all the Doctor's 
regenerations are meeting and talking. Not only 
do they share their stories of their adventures, 
but they share information they've learned about 
alien threats or strange occurrences, seeking 
out others whose lives have been touched by 
the extraterrestrial. Then, one by one, they stop 
coming to meetings. It’s not noticeable at first 
— maybe Jo got busy, or Ryan’s off in another 
country, or Tegan has been doing jobs for Kate. 
It starts to become clear that something is 
happening to the Doctor's former friends, and the 
remaining companions rally round to investigate. 
They learn that an entity has become fascinated 
by the people the Doctor calls friends, collecting 
them and imprisoning them in an asteroid zoo to 
better understand what makes them so special. 


Family Tradition: Kate's initial recruitment of Ace 
and Tegan has yielded excellent results (with a few 
hiccups, admittedly) and she has recruited other 
former companions as agents. Things get more 
personal when a TARDIS crashes into London, a 
duplicate of the Doctor's Type 40 created by a 
rare time phenomenon. The combination of its 
data banks and the Time Vortex causes rifts into 


adventures the Doctor has had in London in the 
past and future, along with temporarily recreating 
the companions and villains who took part in them. 
Kate has to call in every person she can, including 
the characters, and face the avatars of the past, 
including those who are long gone like Adric and 
the Brigadier. 


Star-Crossed: Bel, Vinder, and Karvanista are 
organising ex-Division operatives and contacts 
to try and fix some of the terrible things Division 
did in its pursuit of power and control. The more 
they investigate, the deeper the rabbit hole goes. 
When Vinder goes missing and then turns up on 
a backwater planet without his memories, Bel 
recruits the characters to find out what happened 
to him, while she tries to remind him about their 
relationship and their family. One of the Grand 
Serpent's old allies wanted Vinders memories 
of the deal the Grand Serpent struck with the 
Alforians and, when they realised what Vinder 
had seen of the Flux and the Doctor, took all his 
memories for good measure. They have locked 
the memories away on their palatial ship but, 
conveniently, they are hosting a fabulous party 
with a performance by a galactically-famous opera 
star — a perfect opportunity to sneak in unnoticed 
and steal Vinder’s memories back. 


She Is Loved: Still grieving her Doctor, Yaz is 
surprised to find that the TARDIS the Doctor stole 
on Gallifrey, which she left disguised as a tree ona 
far future planet, appears in front of her. The Doctor 
left a copy of her hologram self in the data banks, 
just in case Yaz ever really needed her, but now 
this TARDIS has sensed a time disruption that is 
sending out ripples directly affecting the events of 
the Cyberwar and the future of humanity. Yaz and 
this strange new TARDIS, along with a hologram 
of the Thirteenth Doctor, recruit the characters 
to travel out into the depths of the Cyberwar so 
they can stop whatever force is trying to destroy 
humanity when it’s at its most vulnerable and its 
most brave. 
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TEGAN JOVANKA 


CONCEPT: 
Adventurous UNIT Agent 


FOCUS: 
Exploration 


STORY POINTS: 7 


Awareness 2, Coordination 3, 
Ingenuity 3, Presence 4, 
Resolve 4, Strength 2 


SKILLS: 
Athletics 3, Convince 3, Conflict 1, 
Craft 1, Knowledge 2, Subterfuge 2, 
Survival 2, Technology 2, Transport 2 


TECH LEVEL: 5 


‘ACE’ 
CONCEPT: Lively Explosives Expert 
FOCUS: Experimentation 
STORY POINTS: 7 


Awareness 2, Coordination 3, 
Ingenuity 4, Presence 3, 
Resolve 3, Strength 3 


SKILLS: 
Athletics 3, Conflict 3, Convince 2, 
Craft 3, Science 4 (Chemistry), 
Technology 1, Transport 1 


WEAPONS: Assault Rifle (3/6/9) 


TECH LEVEL: 5 


© Appendix - Doctor Who: Redacted 
‘It’s like they're disappearing. No, worse than that. 
They’re being erased from existence. Redacted 
from reality.’ 


Sheffield, United Kingdom, 2022 

Abby McPhail, Shawna Thompson, and Cleo Proctor 
are the three queer women behind The Blue Box 
Files, a podcast dedicated to conspiracy theories 
about a mysterious police box. As an epidemic of 
disappearances sweeps through their town, Cleo 
interviews Rani Chandra, who urgently warns that 
someone called ‘The Doctor’ is killing people. 


Cleo’s brother Jordan goes missing and the women 
find themselves abducted by UNIT. People are not 
just disappearing — they're forgetting the Doctor 
ever existed, and forgetting the disappeared as 
well. When the one UNIT agent who remembers 
anything vanishes before Cleo’s eyes, the 
organisation denies he ever existed. 


Cleo alone appears immune to this phenomenon. As 
she and Shawna search for Jordan, strange, ghostly 
figures begin chasing them. They reunite with Abby 
and escape to the sewers where Madame Vastra, 
their rescuer, introduces them to ‘the Floater’, a 
psychic alien foetus in a jar. The Floater urgently 
explains that the phenomenon — the Redaction — 
is affecting every world the Doctor has ever visited. 
The only way to save reality is to kill the Doctor. 


Cleo is horrified, but as she leaves she finds herself 
alone in an empty London. Desperately, she 
activates a UNIT beacon. The Doctor responds, 
explaining that she contracted a psychic virus that 
travels through memories, and that the ghosts just 
need to be reminded of their true reality. Before she 
can act, the ghosts swarm them. 


Cleo wakes up in the ghosts’ reality and rushes to 
find Abby and Shawna. Together they broadcast a 
special episode of their podcast across London and 
the virus begins to fade. With reality restored, the 
Doctor departs, warning that the women may still 
forget the events of the past few days. The audio 
drama concludes with Cleo returning home to 
discover that she and Jordan have a surprise new 
roommate — the Floater! 


CHAPTER EIGHT 


APPENDIX 


© Running the Adventure 

As a stand-alone audio series, Doctor Who: 
Redacted makes a particularly good short 
campaign for new players. Since the characters 
of the audio drama only know of the Doctor as 
an urban legend, players can easily jump into this 
story with nothing more than their pre-existing 
knowledge of modern Earth. Nonetheless, the 
numerous references to other staples of the 
Doctor Who Universe still make this a fun story 
to explore with long-time fans of the series. This 
story could just as easily serve as a good interlude 
for characters spending time on Earth between 
other adventures. 


The characters could be pulled into this story as 
unsuspecting fans of The Blue Box Files podcast 
who find themselves picked up and interrogated 
by UNIT, or they could be searching for someone 
who has vanished in the Redaction. However the 
characters enter this story, you'll want to make 
sure that they ultimately connect with UNIT since 
they'll likely need its beacon to draw the attention 
of the ghosts and the Doctor. UNIT could pick 
the characters up for some tense questioning, or 
the organisation could more amicably seek their 
aid as potential experts. For players more familiar 
with the Doctor Who Universe, it could be fun 
to have one of the many recurring characters 
featured in Doctor Who: Redacted be their UNIT 
contact. A phone call from Osgood, for example, 
could be an enticing way to pull the characters 
into the plot. 


Doctor Who: Redacted also relies heavily on 
rising tension as the disappearances spread and 
people seem increasingly unaware of them. This 
can be unnervingly illustrated for your players by 
having people forget their prior conversations 
with the group or forget that anyone has 
disappeared at all. The static interference that 
begins to overtake recordings and data files 
that mention the Doctor can also be used both 
to build tension and to selectively provide 
targeted clues to influence the direction of the 
characters’ investigations. 


While you'll want to make sure the characters 
don't get pulled into the ghosts’ reality before 


they know what is going on, it’s important to 
include the chases with the ghosts since they 
are the only times the characters appear to be in 
physical danger in this story. They're also a handy 
way to advance the plot if the players don’t know 
where to turn next. They might find themselves 
miraculously being rescued by the next NPC you 
want them to meet. 


Once the characters realise that they need to 
remind the ghosts of their true reality, encourage 
the players to be creative about how they do so. 
As long as their solution makes sense within the 
context of your game, try to enable the plans 
they come up with! 


Finally, you'll have to decide how you want your 
characters’ story to end. Perhaps the Doctor does 
sweep them away, off to their next adventure, or, 
if you are running this as a standalone adventure, 
perhaps they find that their memories of these 
events slowly fade as they contentedly return to 
their everyday lives. 


Doctor Who: Redacted also provides a unique 
opportunity for character exploration and growth. 
Since the characters are on Earth, they can visit 
family and friends, providing a window into their 


ABBY MCPHAIL 


CONCEPT: 
Conspiracy Theory Podcast Host 


FOCUS: 
Unveiling 


STORY POINTS: 5 


Awareness 2, Coordination 2, 
Ingenuity 4, Presence 4, 
Resolve 4, Strength 2 


SKILLS: 
Athletics 1, Conflict 2, Convince 5, 
Intuition 3, Knowledge 5, Subterfuge 2 


TECH LEVEL: 5 


personal lives. This story is full of quiet moments 
while the characters travel via train, wait to meet 
contacts, or hide from ghosts, and these little 
moments provide plentiful opportunities for deep 
talks that can allow players to flesh out who their 
characters really are. In the audio drama, Cleo, a 
trans woman, gets the opportunity to reconnect 
with her estranged mother, Abby leaves her toxic 
boyfriend and realises that she is attracted to 
Shawna, and Shawna simultaneously realises that 
her feelings for Abby are more than just platonic. 
For a group that enjoys emotional roleplay, there 
is plenty of room to explore and develop the 
interpersonal relationships between characters. 


© Continuity 

Because the strange phenomena of Doctor 
Who: Redacted affected everyone the Doctor 
had ever interacted with, the audio drama is full 
of references to the rest of the Universe. It opens 
with the characters recording a podcast episode 
about Adipose Industries, which sold a diet 
pill that created living ‘fat babies’ that literally 
walked the fat off in Partners in Crime. Another 
episode of The Blue Box Files covers the alleged 
disappearance of the Royal Hope Hospital, 
which was briefly transported to the moon in 
Smith and Jones. 


SHAWNA THOMPSON 


CONCEPT: 
Tech Expert and Podcast Host 


FOCUS: Encouragement 
STORY POINTS: 5 


Awareness 3, Coordination 4, 
Ingenuity 3, Presence 2, 
Resolve 2, Strength 4 


SKILLS: 
Athletics 2, Convince 3, Intuition 3, 
Knowledge 3, Science 1, Subterfuge 1, 
Technology 5 


TECH LEVEL: 5 


At the end of Doctor Who: Redacted, the Doctor 
unlocks Cleo’s repressed memories, revealing that 
Cleo’s father was killed when a strange red egg they 
found hatched into an alien monster during the Red 
Hatching, a key event in Blink. Cleo was rescued by 
the Doctor in the nick of time, but the experience 
was so traumatic that she blocked out any memory 
of it, effectively blocking out the psychic virus as well. 


In addition to these references to specific episodes, 
Doctor Who: Redacted is full of references to 
established staples of the Universe. In a soundbite from 
an earlier episode of The Blue Box Files, the women 
discuss Weeping Angels. UNIT, of course, is key to the 
resolution of the plot of Doctor Who: Redacted, and 
Petronella Osgood and Kate Stewart both make brief 
appearances. Madame Vastra, who features heavily in A 
Good Man Goes to War and The Crimson Horror, is 
responsible forrescuing the characters from the ghosts in 
Doctor Who: Redacted, explaining the seriousness of 
the situation to them, and tasking them with killing 
the Doctor. 


Finally, as Cleo regains her memories, the Doctor 
realises that she grew up at the Powell Estate, the 
same apartment complex where Rose Tyler grew 
up and a location repeatedly visited by the Doctor 
and his various companions. 


CLEO PROCTOR 


CONCEPT: 
Trans Woman and Sceptical Podcast Host 


FOCUS: 
Discovery 


STORY POINTS: 5 


Awareness 4, Coordination 2, 
Ingenuity 3, Presence 2, 
Resolve 5, Strength 2 


SKILLS: 
Athletics 4, Conflict 5, Convince 4, 
Intuition 4, Subterfuge 1 


TECH LEVEL: 5 


© Further Adventures 

A Haunting to Remember: An old manor 
home outside London has started offering 
ghost tours. Upon visiting, the characters learn 
that the haunting is all too real. The former 
residents of the manor never heard The Blue 
Box Files podcast and have remained trapped 
as ghosts from the Redaction. The new owners 
don't want the characters to do anything to 
disrupt the haunting. After all, it's making them 
loads of money! Can the characters rescue the 
ghosts while dodging the new owners? 


Static Interference: During the Redaction, 
many of The Blue Box Files audio archives were 
corrupted. Desperate to recover years of work, 
Abby has offered a reward to anyone who can 
recover the files. The characters soon discover 
that someone has installed a back door into 
Abby's computer. As they dig deeper, they 
meet Keys, a paranoid hacker who believes 
that where the blue box goes, doom inevitably 
follows. Keys has copies of Abby's entire archive 
and, since the recordings weren't accessed 
during the Redaction, they're likely still intact. 
Can the characters find Keys, earn her trust, 
and get copies of her recordings? 


Oh, the blossomiest 
blossom. That's the 
only sad thing. | want 
to know what happens 
next. Right, then. 
Doctor Whoever- 
I'm-about-to-be. 

Tag, you're it. 
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Abby McPhail 

Ace 

Arachnids in the UK 
Ascension of the Cybermen 
Ashad, the Lone Cyberman 


Battle of Ransoor Av Kolos, the 


Bel 
Broodmother (Spider) 


Cc 

Can You Hear Me? 
Chagaska 

Charlie Duffy 
Claire Brown 

Cleo Proctor 
Code Breaker 
Companion Support Group 
Cyberdrone 
Cyberium 
Cyberman 
Cybermaster 
Cybermen 


D 

Dalek Mutant Pilot 
Daleks 

Dan Lewis 

Daniel Barton 
Defence Drone Dalek 
Demons of the Punjab 
Diane 

Disguised Bio-Scanner 
Division 

Division Ood 

Division Soldier 
Doctor Who: Redacted 
Dreg 
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Eve of the Daleks 
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G 

Gallifrey Falls (Again) 
Gat 

Ghost Monument, the 
Graham O’Brien 
Grand Serpent, the 
Greston Paltraki 


H 

Halloween Apocalypse, the 
Haunting of Villa Diodati, the 
Hazmats 


l 
It Takes You Away 


J 

Jack Harkness, Captain 
Jack Robertson 

Jericho, Professor Eustacius 
Judoon 


K 

Karvanista 

Kasaavin 

Kate Stewart 

Kerblam! 

Kerblam! Man / Teammate 
Ko Sharmus 

Krasko 


L 
Laser Shoes 
Legend of the Sea Devils 


M 

Major Revelations 
Mary Seacole 
Master, the 
Morax Monarch 


N 

Neural Balancer 

Nick 

Nikola Tesla 

Nikola Tesla's Night of Terror 
(0) 

Once, Upon Time 

Orphan 55 

P 


Plotlines in Flux 

Power of the Doctor, the 
Praxeus 

Pting 


INDEX 


R 

Real Monster is Us, The 
Reducer (Gadget) 
Remnants, the 
Resolution 

Revolution of the Daleks 


Rosa (Episode) 

Rosa Parks 

Ruth / Fugitive Doctor 
Ryan Sinclair 


S 

Sarah 

Series Eleven 
Series Thirteen 
Series Twelve 
Shawna Thompson 
Skithra 

Sniperbots 
Sontaran 

Specials 

Spyfall 

Survivors of the Flux 
Swarm and Azure 


T 
TARDIS 
Tecteun 
Tegan Jovanka 


The Woman Who Fell to Earth 
Thijarian 

Thirteenth Doctor 

Thirteenth Doctor's Era 
Timeless Child 

Timeless Children, the 
Tsuranga Conundrum, the 
Tzim-Sha 


U 
UNIT (Fall and Return) 


Vv 

Vanquishers, the 
Village of the Angels 
Vinder 

Vortex Manipulator 


Ww 

War of the Sontarans 
Weeping Angel 
Witchfinders, the 


Y 
Yasmin Khan 


Z 
Zealot Sea Devil 
Zheng Yi Sao / Madam Ching 


Ribbons of the Seven Stomachs 


Temporal Displacement Weapon 
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